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50UARE ENIX,. 


WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE. 
A very small percentage of individuals may experience epileptic seizures when exposed to certain 11u1i1 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or wl1i11 
playing video games, including games played on the PlayStation game console, may induce an 
epileptic seizure in these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If you, or anyone in you1 
family, has an epileptic condition. consult your physician prior to playing. If you experience any of the 
following symptoms while playing a video game - dizziness. altered vision, eye or muscle twitches, 
loss of awareness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen. 


USE OF UNOFFICIAL PRODUCT: 
The use of unofficial products and peripherials may damage your PlayStation game console and 
invalidate your console warranty. 


HANDLING YOUR PLAYSTATION DISC: 
• This compact disc is intended for use only with the PlayStation game console. 
• Do not bend it, crush it or submerge it in liquids. 
• Do not leave it in direct sunlight or near a radiator or other source of heat. 
• Be sure to take an occasional rest break during extended play. 
• Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case 
when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to 
outer edge. Never use solvents or abrasive cleaners. 
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PROLOGUE 
Dreams fill the land with hope 
Courage ignites flames 
Water is the source of sympathy 
lnvestigation ci1rries intelligence in the Wind 
If people possess the four wills, Light can arise 
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PROLOGUE 
Dreams fill the land with hope 
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Top View 


POWER BUTION/RESET BUTION 
POWER INDICATOR -------' 


Front View 


CONTROLLER PORT 1 __ _:::'!:,,,..,.:==:;c'i'==,.='F"'---_,, 


CONTROLLER PORT 2 ---------~ 


Note: You may have a console that looks like this. 


TO START A NEW GAME 
Set up your PS one™ or PlayStation• game console according to the instructions in its Instruction Manual. Make sure the power is 
off before inserting or removing a compact disc. Insert the FINAL FANTAS 
V disc and close the disc cover. Insert game 
controllers and tum on the game console. Follow on·scrccn instructions to start a g:unc. 


CONTINUE FROM SAVED DATA 
When saved daL1 exislS, pressing the START bullon or the O bnuon at the Title Screen will switch the 
display to the Loading Screen. If tlte player se!CCIS a memory card with saved data, the screen will 
switch 10 a File Screen. With the cursor, select the file to continue from, and press the O bnuon. 
If starting a new game, the player must select <New Grune>. 


RIGHT ANALOG STICK/R3 BUITON 


'OTE: FINAL FANTASY V is compatible witl1 the DUALSHOC 
analog controller in digital 


mode only. Your controller may look different than the one shown here. 
directional buttons 
Direct mo 
vement of characters and vehicles. The direcliona1 buttons arc also used to 


move the cursor to select commands and items. 
Obutton 
In addition 10 gathering infommtion and items, this button sen'es the following purposes: 
• faecute a command selected with Lhc dircctionaJ buttons. 
: :~~~ ~~~~:~n~!~j;i~1r.~~;~ ~:'.is by positioning the clmraclcr next to them. 


• Ride and dismount V'Arious modes of transportation such :L5 the Zeppelin or Chocobo. 
• Activate door switches, elevators, etc. 
@button 
Cancel the selected command (return to the previous menu) and dose :ui opened screen. 
If the character is moved while the @ button is pressed, its movement will increase to 
twice its regular speed. 
@button 
Bring up the World Map only if the character possesses <World Map> and is in the 
field. The World Map displays the character's present location, and the nearby towns, 
villages, and castles. TI1is map provides an excellent reference guide ii a character should 
become lost. (Q1ocobos, t1i;ng D~•gons, and ZcppcLin locations will also be displayed). 
0button 
Switch tl1e display to tl1e Menu Screen. n,e command will not work during baules or 
evcnlS. Sec the Menu Screen section (p.6) for a detailed explanation. 


RI button 
Allow tl1e 1>arty to escape from 
battle when pressed in 
conjunction with the LI button. 
R2 button 
Not used during gameplay. 
LI button 
Allow the party to escape from 
baule when pressed in 
conjunction with the RI button. 


L2 button 
Not used during gmneplay. 


SELECT button 
Not used during gameplay. 


START button 
P:mse the game during battle. 
Pausing the game is useful for 
planning baule strategies. 


10TE: Within the command 
windows of the Menu Screen, the 
player will be able to shift 
through tl,e information displayed 
on the screen by pressing Lhe I.I , 
L2, RI or R2 buuon. 
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10TE: Within the command 
windows of the Menu Screen, the 
player will be able to shift 
through tl,e information displayed 
on the screen by pressing Lhe I.I , 
L2, RI or R2 buuon. 


The world thrived on the power or four particular crystals- Wind, Earth, Fire, and Water. With tl1e power or Wind, people sailed 
ships. Willi the power of Fire, Lhey began the industriaJ movement. With Water, people quenched their thirst, and from Earth, they 
received blessings. 


One day, the Tycoon King, upon feeling an irregularity in the air currents, rnshed to the Wind Shrine, only to find the Wind CrystaJ 
shattering to pieces right before his eyes. In addition to this catastrophe, an cnonnous meteor had fallen to the ground, causing 
earthquakes in the surrounding land near Tycoon Castle. 


Unbeknownst to them, this event is about to bring four people from different walks of life together on a common journey. There is 
Faris, a pirate who felt the impending disaster of the Wind; Galuf, a mysterious old soldier who has lost Ms memory due to the 
force of the fallen meteor; Reina, a girl who has left Tycoon Castle in search or her father; and Bartz, a wandering traveler. 


Why did the Crystal shauer? What happened 10 the missing Tycoon 
King? What meaning does the faJJen meteor have? 


The answers will start to unfold as this grand adventure 
filled with new encounters and many mysteries begins ... 


Insert a memory card into MEMORY CARD slot I or 2. The player will be able to save in the field or in areas such as dungeons 
where save points c.xist. Select <Save> on 1he Menu Screen. If the ~layer selects a memory card onto which the data will be 
saved, the screen will switch to the memory card File Screen From this screen, the player wiJJ be able to choose a MEMORY 
CARD slot on which current game data can be saved. 


SOFT RESET 


SAVING ONTO THE MEMO FILE 
A Memo flle save is not the same as a memory card save. The Memo File system will leave one 
temporary record in the PlayStation·s memory. Once the power is turned Off or the RESET 
buuon is pressed, the saved Memo File will be deleted. Data that the player wishes 10 save 
penn:mently should be stored on the memory card. ln order to record 10 the Memo File, the 
player must sclect <Save> from the Menu Screen and then select <Memo>. Once <Memo> 
has been selected, press the O button to save. 


To restart a game from a saved Memo File, execute a soft reset (simultaneously pressing the IH I R2, U i t2, START, and the 
SELECT buuons). The player will be taken back to the opening movie after which they will be able 10 access tl1e Loading Screen. 
Selecting <Memo> from this screen wi!J :Lllow the player to resume the game from their saved Memo File. 


GAME OVER 
The game is considered over if any of the following instances or 
combination or instances occur to the whole party: 
• Party members HP reaches zero. 
• Party members become Pe1ri0cd. 
• Party members tum into Zombies. 


Once a game is over, it is possible to continue from the last saved point. 
During baulc, instead of const~mtly attacking, the player should utilize Recovery Magic and other items in order 10 prevent the 
decrease of I LP to a criticaJ level. Be aware of other characters' HP level at all times. ir a character is poisoned, becomes 
pe11ified, turns into a Zombie, or gelS paralylCd, it is cmciaJ that the charnctcr is quickly healed before their I:LP rC'.tchcs zero . 


• 


ENTERING NAMES 
During the game, the player will have the opportunjty to change the 
names of im1>0rtan1 characters. When the opportunity arises, pressing 
the O button wiJJ switch the screen to the Name Entering Screen. Use 
the directionaJ buttons to move the cursor next to the desired letter to 
be entered, and press the O button to confirm the selection. To cancel 
a selection, press the ® button. Once the desired name is entered, 
press the START buuon to return to tJ1c origin:U screen. 
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ENTERING NAMES 
During the game, the player will have the opportunjty to change the 
names of im1>0rtan1 characters. When the opportunity arises, pressing 
the O button wiJJ switch the screen to the Name Entering Screen. Use 
the directionaJ buttons to move the cursor next to the desired letter to 
be entered, and press the O button to confirm the selection. To cancel 
a selection, press the ® button. Once the desired name is entered, 
press the START buuon to return to tJ1c origin:U screen. 


The Menu Screen can be accessed at any time except during hatt1cs or events by pressing thee 
buuon. Commands such as viewing character status, changing Jobs and swi1ching cquipmcn1 arc all 
executed from this screen. 


CHARACTER DATA 


I . Name 
Displays the character's name. 


2. Level 
Displays the character's current level. 


3. Job 
Displays tl1e character's current Job n:une ancVor status (see Status Abnormalities on page 16). 


4. Job Level 
• 


. . 


Displays the character's current Job Level, acquired Ability Points, and Ability Points necessary to reach the next level. 


5. HP (Hit Point) 
Displays the character's Current/Maximum HP value. 


6. MP (Magic Point) 
Displays tl1e character's CurrentLMaximum MP value. 


FORMATION CHANGES 


Ln addition to the order in which characters are displayed during batt1c, characters can be..assigned to the Front or Back Row of the 
formation. Characters in the Front Row can do more damage and hit enemies e-J.Sier, though they are also more vtdnerable to 
enemy attacks. Characters iu the Back Row have a more difficuh Lime auacking, but arc belier shielded from direct auacks by the 
enemy. A basic strategy is to place warriors in the Front Row while magic users cast spells from Lhe Back Row. To change 
fom1ation, first go to the Menu Screen. Press the left directional button to make the <Order> command appear. To change a 
character's position, move the cursor 10 the chara.cter 10 be changed, and press the O button twice. To switch the positions of two 
characters, the player must move the cursor to one character, press the O button, then move the cursor 10 the other character and 
press the O buuon again 10 complete the switch. (The charncter located al the top of the Menu Screen will represent the 
charncter/party when in the field). 


The Menu Scn .. 'Cn consists of character clna and four windows. Brief 
descriptions on how to read cadi window will be discussed in the following 
section. Sec page 8 for more deta.ils on how to use the Menu Screen . 


l. Job/Ability Window 
This window allows the player to change the Job ;md Ability of characters. See 
page 17 for instructions on how to change Jobs, and page 18 for met110ds on 
how to combine Abilities. 


2. Menu Command Window 
This window allows t11e player to select and cxc><:ute the following commands: 


• Item 
• Magic 
• EquiJ> 
• Status 
• Config 
• Save 


3. ·nme Window 
This window displays the amoum of time spent playing the game. 


4. Money Window 
This window displays the amount of money (in the fonn of GP) the p:u1.y 
currently possesses. 
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This window allows the player to change the Job ;md Ability of characters. See 
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2. Menu Command Window 
This window allows t11e player to select and cxc><:ute the following commands: 


• Item 
• Magic 
• EquiJ> 
• Status 
• Config 
• Save 


3. ·nme Window 
This window displays the amoum of time spent playing the game. 


4. Money Window 
This window displays the amount of money (in the fonn of GP) the p:u1.y 
currently possesses. 


The usage of C'.t.ch Menu Conurnmd on the Menu Screen (see The Menu Screen on 1>age 6) will be introduced in the following 
section. Within the Menu Command Screens, it is possible to recover HP and MP, check status and equip items. These commands will 
help the charncter advance smoothly in 1he game. 


NOTE: Within lhe Menu Command Screens, the player will be able to shift lhrough the infonnation dis1>laycd on tbe screen by 
pressing the I.I , L2, RI or R2 buuon. 


ITEM 
This command allows the player to use and arrange items. On the Menu Screen, move the cursor to 
<Item>. When the O buuon is pressed, the screen shown on the right will appear. The items that 
currently can be used are highlighted, whereas items that cannot be used are darkened. When the 
® button is pressed, the cursor will move to the <Use>, <Arrange>, :md <Rare> Window. 


I. Use 
Press the O button after moving the cursor to <Use>. Select the item 10 be used, and press the O bull.on twice 10 confirm. 
Next, move the cursor to the character that will use the item and press the O button to fin;~izc the selection. 


2. Arrange 
When items, weapons and armor are randomJy displayed in the Item column, moving the cursor to <Arrange> and pressing the 
O button will allow the player to quickly organize these items by groups. 


3. Rare 
Moving the cursor 10 <Rare> and pressing the O button will display crncial items that are necessary in moving the game forward. 
Only rare items that are possessed will be displayed. 


4. Item Use 
Moving the cursor to an item name displays the usage for that particular item. We-.tpons and annor will not contain usage 
information. Only the tr.tits of wea1>0ns and armor that have specific abilities wiU be displayed. 


ORDER OF ITEMS 
The player will be able 10 switch the location of two items by using the cursor and G button. Select an item to move with the cursor 
and press the O button. Then, selet1 the item to be switched with the first item and press the O button again. The two items wiU 
switch positions. 


Depeuding on the Job assigned, a character may have the ability to use magic spells possessed by the pany. Press the O buuon 
after moving the cursor to <Magic>. Select a character with lhe cursor, and press the O button again lo dis1>lay the screen 
shown on the right. Next, select a magic type and press the O button to display a Magic Spell List (magic that can be used will be 
highlighted, whereas magic that cannot be used will a1>pear darkened). After selecting the magic spell to be used and pressing 
the O button to confinn, the cursor will move to the Character Selection Window. To cast a magic spell on a particuJar 
dJaracter, select the character with the cursor, and press the O button. 111cre are also certain types of magic s1>cl.ls that can ha\le 
multiple targets. Please refer to the next section for more information on these types of magic spells. 


MULTIPLE TARGET MAGIC SPEL~ 
There arc some types of magic spclls that can be cast on all characters or enemies. When selecting a character or an enemy, 
press the left or right directional button until the cursor starts blinking over the entire targeted party. Press the O button to cast 
the spell. 


EQUIP 
It is 1>0ssible to equip and remove weapous and annor for c-.t.ch charac..1er. Press the O button 
after selecting <Equip>, and select a character. After the selection has been made, press the O 
button again to display the screen shown on the right. 


J. Equip 
Press the O button after selecting <Equip> to choose the part of the body to e<1ui1>. If the O 
button is pressed again, a Ust of we-.t.pons :md armor that may be equipped will be sbown on the 
bottom left section of the screen. From the list, select the item to be equipped. Once the selection 
has been made, press the O button to complete lhe equipping (or switching) process. Press the ® button to rctum to the Menu 
Screen. When equipping items, equipment stats with increasing abilities wiU be displayed in yeUow, and e<J11ipment stats with 
decreasing abilities will be displayed in gray. 


2. Optimum 
This command wiU instantly e<1ui1> the selected character with the best wea1>0ns and :mnor available in the party's inventory 
depending on tl1eir Job. 


3. Remove 
Th.is command allows a specific piece of equipment to be removed. Once the selection has been made, press the O buuon to 
complete the process. 


4. Empty 
This comm:md allows the player to instantly remove every piece of equipment on a sclected character. 
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Press the O button after selecting <Status>. Select a character and 
press the O button again to display character inronnation. Some or 
the infom1ation available from th.is screen include: 


• Curren, 01amcter Level 
• Job 
• HP/MP 
• Status 


CONFIG 
Various System Settings witl1in the game, such as Battle Mode, Sound, and Window Color may be 
altered within the Config Screen. Settings should be adjusted to the players preference. for 
example, if the player is not accustomed ro the game controls, Battle Mode can be set to 
<Wait> (see Battle on page 14) aod Battle Speed can be set to a slower speed to give the player 
more time to become familiar with the controls. ln this way, the game will progress at the 
players pace. 


I. Battle Mode 
The player can select between <Active> or <Wait> mode. When set to <Active>, Lime will continue to pass (enemies will attack) 
even though the Magic/Item Screen is open. When SCI to <Wait>, time comes to a staodstill (enemies will not attack) when the 
Magic/Item Screen is open. 


2. Battle Speed 
TI1e player can change the speed at which time passes during battle, mnging from I (fast) to 6 (slow). Press the left or right 
directional button to operate the controls. 


3. Message Speed 
The player c:m change the speed at which battle messages are to be displayed in the upper part or the screen. Press the lert or right 
directional button to select a speed r-Jnging from I (rast) to 6 (slow). 


4. Command Setting 
The player can select between two different Battle Command Screens. The first option is <Window>, which is lhe default seuing. 
When set to <Window>, battle commands will appear in a column, and arc accessed by pressing the up or down directional buuon. 
Pressing l11e left or right directional button allows the player to access <Row> or <Defend>. 111c second is the <Short> option, in 
which commands are accessed by pressing the up, down, lert,or right directional button, and <Row> and <Defend> are accessed 
by pressing the LI and RI buttons, respectively. 


5. Gauge 
The player can change tl,e a1>pcamnce or the IIP Window during battle. When SCI 


10 <ON>, the time remaining until attack will be displayed in gauges. When set to 11~11:dl 
<OFF>, the Curre111 IIP/Maximum IIP will be displayed in numbers. 
. __ :!!:~----. 


<O•"F> displays the 
Current HP/Maximum 


6. Sound 
HP in numbers. 
and the time remaining 


The player can seJect be1ween <Stereo> and <Mono> sound output. 
until :1tL1ck in gauges. 


7. Cursor 
The player can sek'CI between <Rcscl> .u1d <Memory> cursor positions. 
If set to <Reset> the cursor in a comm:md window defaults to the top ur the screen C'..tch lime. 
If set to <Memory> the cursor will a1>J>C'..tr in its lasLposition on the screen. 


8. Re-Equip 
The player can dtoose how equipment is distributed for a character ri •ht after a Job change or an Ability selection. 
I[ <Optimum> is selected, a charncter will automatically be equipped witl, the best equipment in inventory. I[ <Empty> is 
selected, every item equipped by a character will be re01oved when a Job or Ability change occurs. 


9. ControUer 
The player cao choose between <Single> (one controller), aod <Multi> (two controllers). Ir <Multi> is chosen, the 
player can assign each ch.meter's command during battle to any one or the two controllers, and the game can be enjoyed by 
two players. 


10. Window Color 
Window Color c:u1 be d1anged based on the players prcforence. Adjust each color gauge (R=Red, G=Green, B=Blue) by 
pr~ing the lert or right directional button. 
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INFORMATION GATHERING BASICS 
Gathering information is vital in progressing through the game. 111c O button is the key control in gathering infonnation. 
lf the player thinks something is hidden nearby, pressing the O button at that location may reveal something v-Jluable. 


Talk 
To obtain information in the towns, villages, and cast1cs, position t11e charac1cr in front or people and press the O buuon to open up 
a dialogue window. Gathering infonnation wiU enable die chamter to be infonued as 19 what lies ahead. 


Inspect 
Pressing the O button while standing in front of Treasure Boxes and Vases will allow the character 
to inspect and examine the contents within. tr something is found inside, the character will 
automatically obtun the item. 


Activate Switches & Levers 
To activate door and device switches or pull elevator IC\-·ers, position the chara.cter in front or the 
switch or lever, and prfSS the O button. 


ln the following section, v-Mious modes or tr,nsportation in the FINAL FAM'ASY V world will be introduced. These various 
modes of transportation are essential to die party's journey as they pennit the party to travel to places that cannot nom,all)'oe 
f'C'Jched. lt should be noted that the party c:m still be attacked when riding on a Chocobo or the Ship.With.die-exception of the 
Ship, boarding and disembarking are done with the O button. 


Ship 
The party wiU be able to freely rid! 
Ship across the sea. A Ship's s~II vary depending on its type. 


Chocobo 
A birdlike creature that helps the party travel across land, rivers, and lakes at twice the normaJ 
w:dking speed. 


Zeppelin 
An airship that can fly across the s'ky, but can only take off and land on flat l:md or water. 


SHOPS 
This next section will introduce the T:my establishments in the FINAL 1-'ANTASY V world. In addition to e hrns, there are 
various typeS of shops in towns and villages. To prepare [or the ne.,1 leg or the joumey, it is wise to stock up on essential items 
and get plenty of rest. 
y 


Inns 
Here, the party wil\ be able to recover ltP/MP and Status Abnom,a!ities wid, the e.,ception or the Zombie status effect. 


Weapons Shop 
Various weapons can be eurchased here. llowever, the WC'Jpons sold will vary according to cad sho1>. 


Armor Shop 
Various types of armor can be purchased here. However, the armor sold will vary according to each shop. 


Item Shop 
r:sscotial items for the joumc,y such as Potions and PhoenL, Downs c:u, be purchased here. 


Magic Shop 
Various types of magic spells c:u, be purchased here. llowevg, the magic spells sold will vary according to each shop. 
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r:sscotial items for the joumc,y such as Potions and PhoenL, Downs c:u, be purchased here. 


Magic Shop 
Various types of magic spells c:u, be purchased here. llowevg, the magic spells sold will vary according to each shop. 


The FINAL FANTASY V battle system uses an ATS (Active 11me Baille) system in which time flows continuously during baule. With 
this feature, the player will have to take adv-.mtage of e-.i.ch tum and plan ahead to avoid giving e~1ics more lime to act. 
so, as 


mentioned earlier, both Battle Mode and Battle Speed within the Config Screen may be adjus oo to the players pre crence (see Config 
Screen on page 10). Besides nonnaJ encomuers with random enemies, there arc times when the party will be surpriscdiby a group 
of enemies, and gets attacked first. Other times, an enemy attack may come from the rear, resulting in a surprise attack made against 
tl1e party's more vulnerable Back Row. 
~ f 


Once in banle, the time at which a character can act is signified by the time gauge lrcat 
in the 


lower right of the screen. Once the gauge fills up for a particular char.tcter, the Battle Screen will 
appear, Listing the available commands. The command listed at the top or the Baille Screen is 
<fight>, followed by a Job specific command ir a Job is assigned to the character. The tl1ird slot is 
generally taken up by another Job specific command, though it may also remain empty ir one is not 
assigned, or if the assigned ability is not a command. The last slot is occupied by the <Item> 
command. 


Fight 
When the < ight>. command is selected, a cursor wiU appear on an enemy. Using the directional buttons, the player can choose to 
target different enemies or allies. Once a target has been chosen, press the +) button to execute the command. 


Special Commands 
If a c iaracter has been assigned a Job, a Job specific comm,md will become available below the <fight> command or the Baille 
Screeu:-'l'he tltird slot or the Baille Screen is used to display an ability that was previously assigned to the slot through the Combining 
Abili ·es functi,on explained on page 18. All Special Comm,mds that can be used in ballle are representcil by (!) and can be 
executed by pressing the O bullon. 
~ 
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Magic 
4. 
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If a ch'iil\icwr i ~ •iQped with a magic-using Job such as the Black Mage or White Mage, the special command during 
ttle wil\ be 


<Black> oo <Whffe>., respectively. Pressing the O button after selecun . th&mag1c 
, such as White, Black anti Bue a c, will 


open up a window which will display every.magic spell available t~ l at particular character. Select the magic spell y, be used with 
the directional ~uttons, and p,r · the O button to confirm the; seffuion. When a L1rgeting cursor ap1>ears1 select the target of the 
magic spclJ with the dirooional buuons, and press the O buttcin again to cast. Some nt1 ·cs ells can have multiple tarn~- Tp use 
this feature move the targeting cursor to the rear mosttarget in an enemy (or a al.Ii) roup 
d press the dink tionafbutton in its 


direction o:1e m9re time to sclect the whole group. The party can be targeted in t e, same manner. 
~ 
~ 


Item 
I 


1'he paay can also use items during battle. Select the <Item> command in the Bat~e Screen, and press the +) button to display 
aJI items held in inventory. To use an item, move the cursor to the item to be used and press the O buuon twice. Next, with the 
~~rsor, select the recipient (enemy or a.Uy) of the item, and press the c+ buuon to execute tl e comm~md. 


CH~GING WEAPONS DURING BATI'LE 
To ch:mge a dJaracfcr's weapon during battle, first go to the <Item> command ;md press the O buuon to display the Item 
Wi 1i:tow. Next, select the weapon to equip, and press the O button again. Once the selection has been made, move the cursor to 
th very top of the Hem Window, and press the up directional button one more Lime to display the We-.tpon Equip Window. This 
window displays the items that d1e sclec ed character currently has equipped. Finally, move e cursor to the weapon to be 
r~ laced, and press the O button to complete the command. 


Defend 
Pressing the right directional bullon whenAhe Baule Screen is displayed will reveal the <Def.> 
command.,-When this command is executed (with the O button), the character wi1J1ake no 
action, but will also take less damage' from enemy attacks. 
./ 


END _OF BATTL 
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Upon wmning a battl , the.characte will ob~un money (m tl\e fonn or GP), Gpenence Points (EXI, , anU Ab1li 
om (ABP). 


The an1oun1 or moneyo, pou,ts obtainc>d depends 
number or enemies defeated, 'f\d their type. ¥oney will li<>necessary 
when staying in nns and buyin We-.tpons, ite1J1S, and magic. E.xper~ce Points will be acided automaticaIJY,--'Jnd once a certain 
cvel or 1>0ints is re-,ched, the character's level will incre-JSe. According to the Job, Ability Points will automati ·dly be added as 
well. Once thc,set number ·s re-Jched, the lYRe or Joli and the corresponding Ability for that particular level c:U1 
learned. 


ENEMIES Willi TREASURES 
Occasionally, after~, enemy has been dere-Jted, treasure will be le(t behind. This is sign(fied by the appearance or a Treasure 
Screen after the bility Points earned disr,lay disappears. To collcot this treasure, merely select the <Take All> comm,md. 
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During baule, various Status Abnormalities such as Poison, Frog, Age, and Confuse can occur. Some Status Abnormalities will recover 
after battle, and some will not. 


NON-RECOVERABLE STATUS ABNORMALITIES 


Knockout When HP reaches zero, the character is knocked out until revived with a Phoe'nix Down or Raise Spell. 
r 


Petrify 
11ie character becomes petrified, making movement impossible uutil restored by a Soft potion. 


Toad 
Attack and Defense Power become weaker and tl,e charac1er lo~es the ability to cast all magic.speUs excepl fqr Toad. 


Mini 
Attack and Defense Power become weaker, but the character can still cast magic spells. 


Poison 


Confuse 
11,e mind ohh~ 9 1ar,ctc geis clouded, making ii impossible 100......,t'.fi.l'ln 
dislinguish berwcc friend 
d foe. ~- 


The Jobs a character Clll ec:1uip originates from the essence or past heroes embedded within fragments or the elemental crystals . 
.By ob1aining and changing Jobs using the metl1od shown below, a character absorbs the pas hero's 1>0wers, and their special 
abilities. For ins1ance, charac1ers wilh 1he power of 1he Knight will become expert ~\vordsm, ,, ,yhile those wilh tl1e power of the 
While Mage wi.11 gain the ability to wield powerful While Magic and 1hose wilh 1he power of 11e Geomancer will be able 10 
control nature ai will. 


NOT ': Wilhin the command windows of 1he Menu Screen, such as the Job and Abilily Windows, the player will be able 10 shift 
thr ugh the information displayed on the screen by pressing the LI , L2, Rt or R2 button. 


READING THE JOB SCREEN 


l. Current character status 
j 


Displays the'cnrrenl Job and Job Level. 
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See "Abili1y Definition' on page 18 10 learn how~ read Job Level numbers. 
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2. Jobs whi~h are available 
_;r- 


The bs 1ha~can curren1ly be assigned will be displayed in the Job Screen. The selected J9b wiU be displayed in col r. 
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. Data o(selected Jobs 
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:i'fhe name of th selected Job, Job Level, and remaining ABP necessary for the nexl Job Level are displayef !' 
~r 


)OB CJ-fANGE METHOD ( 
During the game, press the 0 button t display the Menu Screen. Next, move the cursor 10 
<slob> and press 1he O buuon lo execute 1he conunand. The player must now choose a 
cl~ rncter whose Job is to be changed, and then press die O buuon to display 1he Job Screen 
seen on the 1pper righ1 oi1his page. Use the dir~ lional buuons to choose a Job, and make 
the final selec1ion by pressi !f!he O buuon twice. When pressed twice, 1he Job selec1ed and 
iLs da1a will be dis~layed in 1hc window on 1he lei, page. Alter the Job change is complete 
the screen wiU ch,mge 10 the Abii1Y Screen see I to tl1u igh1. After choosing an Ability 
please see page 18 for 1he Altaohmenl Method and equipping a charactc , ' id1 eqOipmem 
£rom the Equip Screen, Seen on the lower right of-this page (see the "Equjp'' section on P'AG 
9 for me1hods on.how 10 equip), retum 10 lhe Menu 
reen by pressiJI? tf,e ® buuon. /f 1he 


party has 1101 yet acquired any Jobs, the <Job> conunand will be jnaccessible. If a party has 
Jobs available "ithoul any Ahililies, 1he Ability Screen wil not appear alter a Job change. 
lns1ead, 1he Eqnip · een would ap11car. Depeudin& on~he setting made in the Config 
Screen, tl1e Equi11 Screen will eilher au1oma1ically equip tl1e s1ronges1 equipmen1 flir 1hc J9b, 
or remove every i1cnu ha1 the chac,ctcr had equipJ>ed (see page 11). 


During baule, various Status Abnormalities such as Poison, Frog, Age, and Confuse can occur. Some Status Abnormalities will recover 
after battle, and some will not. 


NON-RECOVERABLE STATUS ABNORMALITIES 
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r 
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Poison 
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11,e mind ohh~ 9 1ar,ctc geis clouded, making ii impossible 100......,t'.fi.l'ln 
dislinguish berwcc friend 
d foe. ~- 
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control nature ai will. 
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thr ugh the information displayed on the screen by pressing the LI , L2, Rt or R2 button. 
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:i'fhe name of th selected Job, Job Level, and remaining ABP necessary for the nexl Job Level are displayef !' 
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)OB CJ-fANGE METHOD ( 
During the game, press the 0 button t display the Menu Screen. Next, move the cursor 10 
<slob> and press 1he O buuon lo execute 1he conunand. The player must now choose a 
cl~ rncter whose Job is to be changed, and then press die O buuon to display 1he Job Screen 
seen on the 1pper righ1 oi1his page. Use the dir~ lional buuons to choose a Job, and make 
the final selec1ion by pressi !f!he O buuon twice. When pressed twice, 1he Job selec1ed and 
iLs da1a will be dis~layed in 1hc window on 1he lei, page. Alter the Job change is complete 
the screen wiU ch,mge 10 the Abii1Y Screen see I to tl1u igh1. After choosing an Ability 
please see page 18 for 1he Altaohmenl Method and equipping a charactc , ' id1 eqOipmem 
£rom the Equip Screen, Seen on the lower right of-this page (see the "Equjp'' section on P'AG 
9 for me1hods on.how 10 equip), retum 10 lhe Menu 
reen by pressiJI? tf,e ® buuon. /f 1he 


party has 1101 yet acquired any Jobs, the <Job> conunand will be jnaccessible. If a party has 
Jobs available "ithoul any Ahililies, 1he Ability Screen wil not appear alter a Job change. 
lns1ead, 1he Eqnip · een would ap11car. Depeudin& on~he setting made in the Config 
Screen, tl1e Equi11 Screen will eilher au1oma1ically equip tl1e s1ronges1 equipmen1 flir 1hc J9b, 
or remove every i1cnu ha1 the chac,ctcr had equipJ>ed (see page 11). 


Each Job has a k:.vel different from the 011c a character possesses. This represents how much experience the player has 
accumulated wi1h 1his particular Job. When 1he player obtains a certain amoum of Ability Points (ABP), the level will increase. 


When Job Level increases, 1hc player will learn various Abilil..ics. These Abilil..ies arc special techniques unique to the Job. Once the 
Ability is learned, it \\111 not be lost during a Job Change. By combining them with Abilities from other Jobs, the player will be able 
to crC'.ttc extremely versatile characters. On the Menu and Job Screens, the Current Job Level/Current ABP Value is displayed on the 
right side of the Character Level, and thus, the player will be able to check how many points are nt'Cessary for a level increase. 
(When the level increases, the current ABP value will become zero). 


READING THE ABILITY SCREEN 


1. Job Command 
Displays the characterisl..ic conun:rnd of the Job that is present from the bc,c:inning. 


2. Current Ability 
Displays tl1c Ability that the character currently has equipped. 


3. Acquired Ability 
Displays the Abilil..ies that have been acquired up to the present 


4. Characteristics 
Displays the charncterisl..ics of the acqujred Ahilities. 
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COMBINING ABILITIES 
To display the Ability Screen as shown above, after accessing the Menu Screen 
during the game by using the 0 button, move the cursor to <Ability> and press the+:+ button. At this point, if the player presses 
the+:+ Inmon once on window (2) (above), a cursor will appear in window (3). Use the cursor to select an Ability, and press the 
+:+ button to execute the command. Then, move the cursor to <End> on the screen as shown above and press the +:+ button to 
e.xit the Ability screen. (The AbiJity Screen can also be cxitcli by pressing 1hc ® button). 111e player now only needs 10 equip the 
character with weapons and annor in the Equip Screen, and cver)1.hing should be set. If no Abilities have been obt.a.incd, the 
command will not be available (in this case, the <Ability> conurnUld will appear in <brkened font on the Menu Screen). 


Warning On Combining Abilities 
Abilil..ics should not be combined randondy. For example, if the Berserker Level I Ability, '·Berserk'', is attached to a White Mage, 
the character will go ''Berserk'' in battle, and come under computer control, denying the player any use of the White Mage's 
Abilities. Also, attaching a Knight's Level 4 Ability, "Shield'', to a Magic Swordsman who alrca.dy has the innate ability to ''Shield" wiU 
have no extra. effect since the two Abilities are 1he same. Thus, the player should try to think of useful combinations to avoid 
wasting "aluable Abilities. 


MONK 


THIEF 


LANCER 


NINJA 


LEVEL 
ABILITI' 


Cover 
!Guard 
2 llandcd 
EqShicld 
EqArmor 
EqSword 


Special Command: Guard 


!Store 
Barefist 
!Chkra 
Counter 
IIP !0% 
IIP 20% 
IIP 30% 


CHARACTERISTICS 


Protect weakened ally from being dir<.'Clly attacked. 
Complc1ely block direct attacks (1.cro dan1age). 
Double Attack Power, but cannot equip Shields. 
Charac1ers that cannot equip Shields will be able to e<juip them. 
Characters who cannot e<1uip llcavy Am10r will be able to equip them. 
Equip a Sword, and have the same "power .. as a Knight 


Job charJ.clcristic: Cover 
Possible to equip: Shon Sword, Sword 


Accumulate power for one tum, and Attack Power doubles on the next :utack. 
Bare hand Attack Power becomes the same as that of the Monk·s. 
Recover one's own HP, and status abnom1alities such as Dark, and Poison. 
Lf the character receives a direct auack, a counterattack is possible. 
Max HP increases by 10 %. 
Max tlP increases by 20 %. 
M1x IIP increases by 30 %. 


S1>ecial Command: Kick 
Job chamcteristic: Counter, Fight 
Possible to e<Juip: None 


Secret 
!~1ce 
l}JSh 


!St~tl 
caution 
!Mug 
Footwork 


Special Comm:u1d: StC'J.! 


!Jump 
!l.:mce 
Ec1Lance 


Special Command: Jump 


!Dustb 
rrwin 
Firstatk 
!111row 
2 Sword 


Special Command: Throw 


I lidden pass.ageways become visible. 
Run away from battle. Faster th:m tl1c 1.1/R I buttons. 
Move at four times the nonnal speed through towns and villages by holding 
down the Ci) button while moving with the directional buttons. 
SIC'J.i treasures rrom enemies. 
Prevent re:1r attack'i by I 00%. 
Attack enemies and stC'J.i their treasure. 
"Speed .. l>ecomcs tl1e same as tl1c 111il.'fs. 


Joh characteristic: Secret, Caution, Dash 
Possible to l.'<luip: Sho11 Sword 


Perfonn Jump Attack. With a L..1ncc, Auack Power doubles. 
Ste·.i.l enemy's I-IP ,u1d MP to recover one's own. 
Charnclcrs tl1at cannot e<Juip t.1nccs will be able to c.,:1uip them. 


Job characteristic: None 
Possible to e<1uip: Short Sword, tm1cc 


Run a.wJy from battle. Faster than the Ll/RI buttons. 
Produce two duplicates of oneself and pr<.·vent two din.'Ct attacks. 
Percentage of first anacks increases 
Attack by 1hrowing weapons. Stronger than nonnal auacks. 
Hold weapons in both hands, attack twice. 


Job Chamctcristic: Firs! AUack 
Possible to c<Juip: Short Sword 


Each Job has a k:.vel different from the 011c a character possesses. This represents how much experience the player has 
accumulated wi1h 1his particular Job. When 1he player obtains a certain amoum of Ability Points (ABP), the level will increase. 


When Job Level increases, 1hc player will learn various Abilil..ics. These Abilil..ies arc special techniques unique to the Job. Once the 
Ability is learned, it \\111 not be lost during a Job Change. By combining them with Abilities from other Jobs, the player will be able 
to crC'.ttc extremely versatile characters. On the Menu and Job Screens, the Current Job Level/Current ABP Value is displayed on the 
right side of the Character Level, and thus, the player will be able to check how many points are nt'Cessary for a level increase. 
(When the level increases, the current ABP value will become zero). 


READING THE ABILITY SCREEN 


1. Job Command 
Displays the characterisl..ic conun:rnd of the Job that is present from the bc,c:inning. 


2. Current Ability 
Displays tl1c Ability that the character currently has equipped. 


3. Acquired Ability 
Displays the Abilil..ies that have been acquired up to the present 


4. Characteristics 
Displays the charncterisl..ics of the acqujred Ahilities. 
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during the game by using the 0 button, move the cursor to <Ability> and press the+:+ button. At this point, if the player presses 
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command will not be available (in this case, the <Ability> conurnUld will appear in <brkened font on the Menu Screen). 


Warning On Combining Abilities 
Abilil..ics should not be combined randondy. For example, if the Berserker Level I Ability, '·Berserk'', is attached to a White Mage, 
the character will go ''Berserk'' in battle, and come under computer control, denying the player any use of the White Mage's 
Abilities. Also, attaching a Knight's Level 4 Ability, "Shield'', to a Magic Swordsman who alrca.dy has the innate ability to ''Shield" wiU 
have no extra. effect since the two Abilities are 1he same. Thus, the player should try to think of useful combinations to avoid 
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Special Command: Guard 
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IIP 30% 
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Double Attack Power, but cannot equip Shields. 
Charac1ers that cannot equip Shields will be able to e<juip them. 
Characters who cannot e<1uip llcavy Am10r will be able to equip them. 
Equip a Sword, and have the same "power .. as a Knight 
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Possible to equip: Shon Sword, Sword 


Accumulate power for one tum, and Attack Power doubles on the next :utack. 
Bare hand Attack Power becomes the same as that of the Monk·s. 
Recover one's own HP, and status abnom1alities such as Dark, and Poison. 
Lf the character receives a direct auack, a counterattack is possible. 
Max HP increases by 10 %. 
Max tlP increases by 20 %. 
M1x IIP increases by 30 %. 


S1>ecial Command: Kick 
Job chamcteristic: Counter, Fight 
Possible to e<Juip: None 


Secret 
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caution 
!Mug 
Footwork 


Special Comm:u1d: StC'J.! 


!Jump 
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Ec1Lance 
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!Dustb 
rrwin 
Firstatk 
!111row 
2 Sword 


Special Command: Throw 


I lidden pass.ageways become visible. 
Run away from battle. Faster th:m tl1c 1.1/R I buttons. 
Move at four times the nonnal speed through towns and villages by holding 
down the Ci) button while moving with the directional buttons. 
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Prevent re:1r attack'i by I 00%. 
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Perfonn Jump Attack. With a L..1ncc, Auack Power doubles. 
Ste·.i.l enemy's I-IP ,u1d MP to recover one's own. 
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Job characteristic: None 
Possible to e<1uip: Short Sword, tm1cc 


Run a.wJy from battle. Faster than the Ll/RI buttons. 
Produce two duplicates of oneself and pr<.·vent two din.'Ct attacks. 
Percentage of first anacks increases 
Attack by 1hrowing weapons. Stronger than nonnal auacks. 
Hold weapons in both hands, attack twice. 


Job Chamctcristic: Firs! AUack 
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JOB 


SAMURAI 


BERSERKER 


HUNTER 


SORCERER 


WHITE 
MAGE 


LEVEL 
ABILITI' 


!Sslap 
!$Toss 
Swrdgrab 
EqKaL1na 
!Fdr.iw 


Special Command: Coin Toss 


Berserk 
EqAxe 


CHARAC11lRISTICS 


Anack enemies and paraJy,..e them. 
Attack by throwing GP. Jf the Jcvcl is high, more money will be 1hrown. 
Perform a Sword Grab against direct attacks, deflecting the blow. 
C'J1aractcrs that cannot equip Kmanas >will be able to equip them. 
Ck'<ln ~v.,t·ep enemies at lighu1ing spt.1.'<I. 


Job 01arac1eris1ic: Sword Grab 
Possible to e<Juip: Short Sword, Kat,1na 


Always in Berserk mode during battle. 
Characters that cmmot equip Axes will be able to equip them. 


Special Command: 'one 
Job CharJctcristic: Berserk 
Possible to e<1uip: Short Sword, Axe 


!Crill 
!Aim 
Eqllow 
!Sshot 


C',all for critters of the forest (animals). 
Aim to raise hit percentage. 
Omr.tclcrs t.hat. c:umot equip a Bow and Arrow will be able to equip them. 
Attack four conscculi\"C times. But for each successive attack, the An:ick 
Power will be cul in half. 


Special Command: Aim Job Characteristic: None 
Possible to equip: Short Sword, Bow 


Magi wall 
Sword I 
Sword 2 
Sword 3 
Sword 4 
~\vord 5 
Sword 6 


Put a barrier over oneself when knocked out. 
Cast Magic Sword up 10 Level I. 
Cast Magic Sword up to Level 2. 
C.1St Magic Sword up to Level 3. 
Cast Magic Sword up to I.eve! 4. 
Cast Magic Sword up 10 I.eve! 5. 
C.1St Magic Sword up to Leve.I 6. 


Special Command: Sword Job charac1erisLic: Magiwall Possible to e<juip: Sho11 Sword, Sword 


White I 
Whiie2 
White 3 
White 4 
WhiteS 
White6 
MP+l0% 


Cast White Magic up 10 l,C\'ei I. 
C.1st White Magic up 10 l.c\'ci 2. 
Cast White Magic up to 1-C\'ei 3. 
Cast White Magic up to l.t.'\'Ci 4. 
Casi White Magic up 10 l,C\'ei S. 
Cast White Magic up to Level 6. 
MAX MP will incrc-JSC by 10 %. 


Special Command: White 
Job charac1eristic: None 
Possible to e<1uip: Staff 


JOB 


BLACK 
MAGE 


TIME 
MAGE 


SUMMONER 


BLUE 
MAGE 


RED 
MAGE 


LEVEL 
ABILITI' 


Black I 
Black 2 
Black 3 
Black 4 
Black 5 
Black 6 
MP+)O% 


Special Command: Black 


lime I 
Time 2 
Timc3 
Timc 4 
lime S 
Time6 
EqRod 


CHARAC11lRISTICS 


Cast Black Magic up to l.C\'el I. 
C:ist Black Magic up to Level 2. 
~1. Black Magic up to Level 3. 
Cast Black Magic up to l.cvel 4. 
C:tst Black Magic up to Level 5 
C:ist Black Magic up to Level 6. 
MAX MP will u,cre-.isc by 30%. 


Job characteristic: None 
Possible to equip: Shon Sword, Hod 


Cast Time Magic up to Level I. 
C.1St Time Magic up to Level 2. 
Cast Time Magic up to Level 3. 
C'.ast Time Magic u1> to Level 4. 
Cast Time Magic up 10 Level S. 
Casi Time Magic up to Level 6. 
01:1racters that cannot equip Rods wil.1 be able to equip them. 


Special Command: lime 
Job characteristic: None 
Possible to equip: Short Sword, Rod 


Summn I 
Summn 2 
Sumrnn 3 
Summn 4 
Summn 5 
!Call 


Special Command: Summon 


!Check 
l.e'Jming 
!Hine 
!View 


C.as1 Summoned Magic up to l,C\'el I. 
Casi Summoned Magic up IO Lc..'\-·cl 2. 
C.'l')I Summoned Magic up to Level 3. 
Cast Summoned Magic up to i.(.'\'ei 4. 
Cast Summoned Magic up to u,.,cJ S. 
Randomly call one Summoned lk-ast without using MP. 


Job characteristic: None 
Possible to equip: Sho11 Sword, Rod 


Ex:uninc an enemy·s MAX IIP/MP and weaknesses. 
J.e-,1.m an enemy's chamc1eristic auacks as Hlue Magic. 
C.1St Blue Magic (sec Magic Ust, p. 21). 
In addition 10 <Clu •. 'Ck>, also examines current status. 


Special Command: Hlue 
Job characteristic: Learning 
Possible to equip: Short Sword, Sword, Rod 


Red I 
Red 2 
Red 3 
!Redx2 


C:tst Red Magic up to Level I. 
Cast Red Magic up to Level 2. 
Casi Red Magic up to Level 3. 
cast magic twice conS<.'Cutivcly. 


Special Command: Red 
Job d1arac1eris1ic: None 
Possible to equip: Short Sword, Sword, Rod, Staff 
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Cast Time Magic up 10 Level S. 
Casi Time Magic up to Level 6. 
01:1racters that cannot equip Rods wil.1 be able to equip them. 


Special Command: lime 
Job characteristic: None 
Possible to equip: Short Sword, Rod 


Summn I 
Summn 2 
Sumrnn 3 
Summn 4 
Summn 5 
!Call 


Special Command: Summon 


!Check 
l.e'Jming 
!Hine 
!View 


C.as1 Summoned Magic up to l,C\'el I. 
Casi Summoned Magic up IO Lc..'\-·cl 2. 
C.'l')I Summoned Magic up to Level 3. 
Cast Summoned Magic up to i.(.'\'ei 4. 
Cast Summoned Magic up to u,.,cJ S. 
Randomly call one Summoned lk-ast without using MP. 


Job characteristic: None 
Possible to equip: Sho11 Sword, Rod 


Ex:uninc an enemy·s MAX IIP/MP and weaknesses. 
J.e-,1.m an enemy's chamc1eristic auacks as Hlue Magic. 
C.1St Blue Magic (sec Magic Ust, p. 21). 
In addition 10 <Clu •. 'Ck>, also examines current status. 


Special Command: Hlue 
Job characteristic: Learning 
Possible to equip: Short Sword, Sword, Rod 


Red I 
Red 2 
Red 3 
!Redx2 


C:tst Red Magic up to Level I. 
Cast Red Magic up to Level 2. 
Casi Red Magic up to Level 3. 
cast magic twice conS<.'Cutivcly. 


Special Command: Red 
Job d1arac1eris1ic: None 
Possible to equip: Short Sword, Sword, Rod, Staff 


CHEMIST 


BARD 


DANCER 


MIME 


BARE 


(NO JOB) 


LEVEL 
ABILITY 


ITamc 
!Cntrl 
EqWhip 
!Catch 


Tame magical beasts. 
Control bcas1s and have them attack one another. 
Equip a Whip to have the same "power" and "speed" as a Trainer. 
ca1ch a somewhat weak enemy. 


Special Command: Catch/Free 
Job characteristic: None 
Possible to equip: Short Sword, Whip 


Medicine 
!Mix 
!Drink 
!Rccvr 
!Rvive 


Double the effect of Tonics and Tinctures. 
During ba1tlc, creaie a new medicine from 1wo medicines. 
Drink an i1cm specifically for Chemists. 
Recover status abnonnalitics for everyone in the party. 
Rcvi\'C all charac1ers who can no longer battle. 


Special Command: Drink, Giam's Medicine 
Job characteristic: Medicine 
Possible to e<1uip: Short Sword 


!Eanh 
Findholc 
Anlilrap 


Auack using clements from 1hat particular terrain the character is in. 
Will not receive damage from the damage floor. 
Traps become visible. 


Special Command: Earth 
Job characteristic: Hndholc, Antitr-.tp 


Possible 10 equip: Short Sword, &:II 


!Hide 
Eqllarp 
!Sing 


Hide. cannot become an auack target when hidden. 
E<1uip a Harp to ob1ain the smne "speed" and "magicaJ power" as a Bard. 
Sing songs with various abilities. (See Song Effects, p. 23). 


Special Command: Sing 
Job characlcristic: None 
Possible 10 e<juip: Short Sword, llarp 


%11 
!Dance 
EqRibbon 


When successful, enemies become nervous and anxious. 
When perlonncd, mysterious dances inflict random cffccl'i on enemies. 
Charac1ers that cannot equip Ribbons wiU be able to equip them. 


Spc.'CiaJ Command: Dance 
Job characteristic: None 
Possible 10 e<Juip: Ribbon, Short ~'word 


Mime 
Lmitate the prC\ious character's actions. 


Special Command: Mfa1e 
Job char::1c1eris1ic: None 


Possible to e<1uip: Short Swords other than Ninja Ka1anas, Rod, Staff, Thief weapons such as t'ull Moon** and 
other Ninja exclusive weapons. 


Special Command: None 
Job characterislic: None 
Possible to equip: Possible 10 equip everything 


NOTE: l'or magic and abilities with ,m "!" mark attached in front, the player will be able to use them as a command during ban.le. 


Listed here arc samples of some of the effects caused by various magic s1>ells ~Uld songs in the game. Other types of magic and 
song.s can be found. 


WHITT 
MAGIC 
LV 
EFFECT 
BIACK 
Cure 
Recover MP Altack the Undead. 
MAGIC 


Scan 
Read enemy infonnation. 


Ant dot 
Cleanse Poison from body. 
Fire 


Mute 
Nullify spells. 
Jee 


Protcs 
Increase defense. 
Bolt 
Mini 
Shrink and brings back to nonnal. 
roison 


Cure2 
Recover HP. Stronger version of Cure. 
Sleep 


Raise 
Recover Knockout. HP recovers a little. 
Toad 


Muddle 
Affect brain and causes confusion. 
fire2 
lce2 
Bolt2 


TIME 
MAGIC 
LV 
EFFECT 
SUMMON 


Speed 
Reduce battle ~- 
MAGIC 


Slow 
Slow down time lapse around enemies. 
Chocobo 
Regeu 
Recover HP at a designated time. 
Sylph 


Mute 
Disable spells and songs. 
Remo rd 
Haste 
Speed up time lapse around aJLies. 
Shiva 
Float 
Prevent dan1age received from the ground. 
Ram uh 


Demi 
Reduce HP to a half with Gravity Bomb. 
lfrit 
Stop 
Stop time around enemies for a limited time. 
1it:Ul 
Telepo 
Escape from dungeons and battle. 


BLUE MAGIC 
EFFECT 


L5 Doom 
Toad Song 
Flash 
Pep Up 
Red Feast 
Exploder 
Aero 
Gob Punch 
WltitWind 
Condemnd 


Cast "Death" on enemies with levels that are multiples of S. 
Tums enemies into Toads. 
Blinds enemies with powerful light. 
Sacrifice a character in order to recover party. 
Dr-.tins enemies' HP. 
Explodes oneself 10 damage enemies. 
Damage enemies who are weak against the power of Wind. 
Allack with a powerlul invisible punch. 
Recover all members with t.he amount of the charJcter's own HP. 
Become dead after 30 counts. 


LV 
EFFECT 


Alla ck with Flan1es (small damage). 
Attack with Ice (small damage). 
Allack with Lightning (small damage). 
Slowly drain HP with the power of Poison. 
Put enemies 10 sleep. 
1\1rn enemies into Frogs; turns them back. 
Attack with F1ames (medium damage). 
Altack with Ice (medium damage). 
Attack with Lightning (medium daniage). 


LV 
EFFECT 


Summon Chocobo to kick enemies. 
Auack using Wind .u1d party's HP gets recovered. 
Oing 01110 enemies and stops movement. 
Summon Blizzard and freezes enemies. 
Strike enemies with powerlul Lightning. 
Bum enemies with Flames from hell. 
Attack all enemies by causing an E.1rthquake. 


SONG 
EFFECT 
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Temptation Song 
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Increase "Speed" of all allies. 
Increase "Strengtl1" of all allies. 
Increase "MP" of all allies. 
lncrease ;'Level" of a.II allies. 
Give dan1age to "Undead" types. 
Stop a.II enemy movement. 
Confuse all enemies. 
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Increase "Power" of all allies. 
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Llsted here is a sample of some of the useful items to be found in the game. These items can be combined by 
using the Chemist Ability <Mix>. TI1cre are other items which will be-encountered. 


COMBINATION MElllOO 


I. Duling battle, select <Mix> and press the O button. 
2. From the item list which appears, the player must select tl1e first item to be mixed and press the O button. 
3. Next, the player wiU select the other item to be mixed and press tl1e O button. 
4. After selecting the cha~,cter who will use this item, tl1e player must press tl1e O button. (When the item 


created is an item which can cause damage, a cursor wil.1 Hash alongside the enemies). 


Tonic 
Potion 
Ether 
Elixir 
Phoenix Down 
Maiden's Kiss 
Holy Water 
Turtle Shell 
Dragon Fang 
Dark Matter 


EFFECT 


Reco,~r IIP (small effect). 
RecO\~r IIP (large effect). 
RCCO\'er MP. 
Recover HP/ MP completely. 
Recover "Knockout" status. 
Recover "Toad" status. 
Recover ;'Zombie" status. 
Item exclusi\'e for combinations. 
Item exclusive for combinations. 
Item cxclusire for combinations. 
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THE WAR OF THE MAGI 


Many centuries have passed since !lie war. Civiliwtions 
have been rebuilt wilh iron, macltines, and 1echnology. 
For years !lie Espers have existed only in ancient 
legends. Now an Esper has been discovered and the 
forces of magic are beginning to return. The risk of 
another, more devastating war is about to surface. 


CONTENTS 


Prologue .........• ••.•..... 27 
Getting Started 
.. 28 
Controls ........... ... ..... 29 
Saving ............. . . . ..... 30 
The Menu Screen 
.. 31 
Menu Commands 
..... 32 
Vehicles 
.............. 37 


Shops ............. ... ..... 38 
Party Fonnation 
.. 39 


Banle 
... .. 40 


Status Abnormalities . 
. ..... 41 
BatLle Commands ............ 42 
Special Character Commands ... 44 
Magicite & Espers ............ 47 
Learning Magic .............. 48 
Relics 
.... 49 


Bonuses 
. . 50 
Credits 
.... 54 


Limited Warranty . 
. .... 57 


THE WAR OF THE MAGI 


Many centuries have passed since !lie war. Civiliwtions 
have been rebuilt wilh iron, macltines, and 1echnology. 
For years !lie Espers have existed only in ancient 
legends. Now an Esper has been discovered and the 
forces of magic are beginning to return. The risk of 
another, more devastating war is about to surface. 


Top View 


POWER BUTION/RESET BUTION 
POWER INDICATOR -----' 


Front View 


CONTROLLER PORT 1 


CONTROLLER PORT 2 -----------''-c'-' 


Note: You may have a console that looks like this. 
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RESET BUTTON -r 
POWER BUTTON 
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POWER INOICATOR__:_j 


TO START A NEW GAME 


I L_j-OPEN BUTTON 
DISC COVER 


OPEN BUTION 


------ 
DISC COVER 


Set up your Pla)Station game console according to the instructions in its Instruction Manual. Make sure the power is off before 
inscning or removing a compact disc. Insert the ANAL FANT~ VI disc and close the disc cover. Insert game controllers and 
tum on the Pla)Station game console. Follow on-screen instruc1ions to stan a game. 


CONTINUE FROM SAVED DATA 
When Saved Dala exists, pressing the ~TART button or the O buuon at the 1itle Scrc'Cll will swilCh the display to the Loading 
Screen. II the player selects a memory C'.ird with Saved Dala, the screen will switch to a File Screen. Witl1 the cursor, select the file 


10 continue from, and press the O button. II starting a new game, the player must select <New Game>. 


~------- START BUTION 
~----- R2 BUTTON 
~---- R1 BUTTON 
,---- 1>. BUTTON 


O BUTTON 


RIGHT RNALOG STICKJR3 BUTTON 


NOTE: FINAi. FANTASY Vis compatible witl1 the DUAISHOCK• analog controller in digi~d 
mode only. Your COl)lroller may look iliffercnt than the one shown here. 
directional buttons 
Direct movement of charncters and vehicles. It is also used to move the cursor 10 select 
commands and items. 
Obutton 
ln addition to gathering infonnation and items, this bunon setveS the following purposes: 
• Execute a conunru1d selected ~ith the directional bunons. 
• Talk to people in castles, villages, :U1d towns by positioning the char.tcter next to them. 
• Search the contents within Treasure Boxes, Vases, and Clocks for Items. 
• Ride and dismount from va.rious modes of transportation such as the Zcp()clin or 
Chocobo. 


• Activate door switches, ek'Vator lcvers1 etc. 
® button 
• Cancel tl~e selected command (return to the previous menu) and close an opened 
screen. 


• Increase character movement to twice its regular speed. If the character is eciuipped 


with the relic <Sprint Shoes>, movement will increase to four times nonnal speed. 


@button 
Switch the Magic Menu Screen display between percenaage of learned magic and 
consumed MP. 
ebutton 
Bring np the Menu Screen. This command will not work durin battles or events. 


Ll/1.2 button, R I/R2 button, 
SELECT button 
• Allow the player to scroll through 
menus and items when navigating 
die Menu Screen. 


• Targe1 entire pany of allies or 


enemies when casting magic. 


• Scroll through characters in the 


<Status>, <Skills>, and 
<Equip> screens. 


• Allow swi[t scrolling of die Magic 
S;,ell List and Item UsLs during 
battle. 
(Only the Rl ,R2, or the SELECT 
button). 


SJ;urf buuon 
Toggle the Worfd Map ON/Off when in 
the field. It is also used to p-,use the 
game during baule, and to 6nali,.e 
selections when naming characters. 
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SAVING ONTO THE MEMORY CARD 
Insert the memory card into MEMORY CARD slo1 I or 2. The player will be able 10 save in the field or in areas such as dungeons 
where Save Points exist. 


Select <Save> on 1he Menu Screen. If the player selects a memory card onlo which the data will be saved, 1he screen will switch lo 
the memory card File Screen. From tltis screen, the player will be able 10 choose a MEMORY CARD slo1 in wltich current Grune Data 
can be saved. 


liiiiiiiiiiiiiiiiiiiiiiiiiiiiiiil SAVING ONTO THE MEMO FILE 
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..!i'm. v ", ") 
:J40Q., ,woo 


SOFT RESET 


A Memo File save is not the same as a memory card save. The emo File system will leave one 
temporary record in the Pl"}Stalion·s memory. Once the power is lumed QFF or 1he RESET buuon is 
pressed, lhe saved Memo File will be deleted. Data tltat the player wishes 10 save \,ermanently should 
be stored on a memory card. In order tO record 10 the Memo File, the player: must se_lect <Save> 
from the Menu Screen ru1d tl1en select <Memo>. Once <Memo> has been selected, press 1he G 
button to save. 
\ 


To rt.'Slart a game from a saved Memo File, excc111e a Soh Reset (simullaneously pressing 1lu; RI , R2, LI , L2, ;,ART, and 1he SELEt'T 
buuons). The player will be taken back 10 the 01,ening movie after which tl1ey will be able 10 access 1he Loading Screen. Selecting 
<Memo> from this screen wiU allow the player to resume the game from their saved Memo File. 


ENTERING NAMES 
During the grune, the player will have the opportunity to change the names of importru1t char,cters. When the opportunity arises, 


I pressing the Obuuon will switch the screen to the Name Entering Screen. Use the din.'Clional buttons to move the cursor next to the 


desired letter 10 be entered, and press the O button to confirm the selection. To cancel a selection, press lhe ® buuon. Once the 
I desired name i~cd, press the START buuon t~ 
um to the on_gi_·,_,a1_sc_ ree_ n. _______________ _ 


When 1he El buuon is pressed during limes other than battles and events, the screen will change 10 the Menu Screen. 


l. Current Part): Members 
These are 1he cl1aracters that compose the active party which the player controls. 
The charne,ter's portrait, name, current level, Current I Maximum HP and MP 
are displayed here. 


2. M_enu Co1~mands 
he player will be alilc to select and execute the following commands: 


• !ten\ 
• Skills 
• Equip 
• ReUc 
• Status 
• Config 
• Save 


Nole: Conunru1ds which curreotly c{ t 
~ used will be displayed in a darkened font 


3. lime 


4. Steps I Money (GP) 
Displays 1he distance walked in steps from the beginning of the game until present, ru1d tl1e amount of money (in the form of GP) 
thal the party currently !»ts. Obtain money by defC'dting enemic>s or by opening Treasure Boxes. 


SAVING ONTO THE MEMORY CARD 
Insert the memory card into MEMORY CARD slo1 I or 2. The player will be able 10 save in the field or in areas such as dungeons 
where Save Points exist. 


Select <Save> on 1he Menu Screen. If the player selects a memory card onlo which the data will be saved, 1he screen will switch lo 
the memory card File Screen. From tltis screen, the player will be able 10 choose a MEMORY CARD slo1 in wltich current Grune Data 
can be saved. 
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temporary record in the Pl"}Stalion·s memory. Once the power is lumed QFF or 1he RESET buuon is 
pressed, lhe saved Memo File will be deleted. Data tltat the player wishes 10 save \,ermanently should 
be stored on a memory card. In order tO record 10 the Memo File, the player: must se_lect <Save> 
from the Menu Screen ru1d tl1en select <Memo>. Once <Memo> has been selected, press 1he G 
button to save. 
\ 


To rt.'Slart a game from a saved Memo File, excc111e a Soh Reset (simullaneously pressing 1lu; RI , R2, LI , L2, ;,ART, and 1he SELEt'T 
buuons). The player will be taken back 10 the 01,ening movie after which tl1ey will be able 10 access 1he Loading Screen. Selecting 
<Memo> from this screen wiU allow the player to resume the game from their saved Memo File. 


ENTERING NAMES 
During the grune, the player will have the opportunity to change the names of importru1t char,cters. When the opportunity arises, 


I pressing the Obuuon will switch the screen to the Name Entering Screen. Use the din.'Clional buttons to move the cursor next to the 


desired letter 10 be entered, and press the O button to confirm the selection. To cancel a selection, press lhe ® buuon. Once the 
I desired name i~cd, press the START buuon t~ 
um to the on_gi_·,_,a1_sc_ ree_ n. _______________ _ 


When 1he El buuon is pressed during limes other than battles and events, the screen will change 10 the Menu Screen. 


l. Current Part): Members 
These are 1he cl1aracters that compose the active party which the player controls. 
The charne,ter's portrait, name, current level, Current I Maximum HP and MP 
are displayed here. 


2. M_enu Co1~mands 
he player will be alilc to select and execute the following commands: 


• !ten\ 
• Skills 
• Equip 
• ReUc 
• Status 
• Config 
• Save 


Nole: Conunru1ds which curreotly c{ t 
~ used will be displayed in a darkened font 


3. lime 


4. Steps I Money (GP) 
Displays 1he distance walked in steps from the beginning of the game until present, ru1d tl1e amount of money (in the form of GP) 
thal the party currently !»ts. Obtain money by defC'dting enemic>s or by opening Treasure Boxes. 


ote: Within each of tl1e menu commru1ds, the player will be able to scroll through the 
infonnation displayed on the screen by pressing the LI or RI buttons. 


ITEM 
This command allows the use of Potions and Tents :md other items that the party currently 
holds. If this command is selected, the display will switch to the screen shown on the right. 
When the ® button is pressed, the cursor wilJ move 10 the following subcommandli: 
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Use the items in possession. After selecting which item to use, press the Ct button. If the item is immediately usable (Potions, 
Ethers, etc.), the Character Selection Screen will appc-ar. Select the character who will use the item, and press the O buuon. 
Items that cannot be used will be displayed in darkened font. 


Arrdnge 
Organi1,e items~ wea1>0ns, annor and misccll:meous objects. Move the cursor to <Arrange> and press the O button to 
arrange. 


Rare 
Display cmcial items that arc necessary to advance the g:.unc. Move the cursor to <Rai:e> and press the Ct button to display 
importrull objects. 


l. Explanation of items 
Display tl1e explanation of the item which has been highlighted with tl1e cursor. For weapons and am1or, only 1hose that have 
special effects will have a description displayed. The number to the right of the explanation designates the quantity of that item in 
possession. 


~. Item list 
Di5Vlay th description of items in inventory, and the item name. The player must move 
the cursor to the item to be used. When the number of items J>osscssed can no longer fit 
on one screen, the player will be able 10 switch between the screens by pressing the LI , 
RI ru1d SELECT buttons. 


Weapons I Armor I Relics 
For tl1ose items which cru, be cc111ipped, setting 1he cursor to a particular item ru1d pressing the O button twice will display tl1e 
screen on the right. On this screen, in addition to the chamcters who can equip the particular item selected, status changes during 
cc111ipping, ,md special a1Uib111cs of the annor will also be displayed. 


Rearranging Items 
To change the order of the items, move the.cursor 10 the item to be first on the list, and press the O buuon. Next, move the cursor 
to the item to be second on the list and press the O button again. Continue this process until all items have been set to the desired 
order. lt would be convenient to place those items that are frequently used during battJc near the top or the list. 


SKILLS 
This comn1and allows tl1e player to CCJUiJ> a selected character witl1 an Esper to give the chamcter magic powers. To select this 
command, move the cursor to <Skills> and press the O buuon. Upon doing so, ii is possible to sec 1he battle commanl of 
the selected chamcter. Ple:tse sec "Special Chamctcr Commands'" (p. 45) for an cxmnple o( tl,e five types of battle commands 
specific to C'dch character. 


Espers 
• This subcommand displays the Esper Llst. Es1>er nan1es in darkened fontS indicaie tl1a1 they ha>-e 
been equiJ>J>Cd by otl1er party men1bers. 
• Select < Espe rs> ru,d press tl1e O button to display the magic spells tluu t"llll 
IC'amed from 
that particular Esper. (Refer to the section, Magicite & Es1>ers, on page 47). 
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• Magic spells that can be used are displayed in liglu fonts, while those that canno1 be used are displayed in darkened fonts. 
The number displayed next lo the magic spell indicates tlue.percentage of tl1a1 particular magic spcll thal has been IC'amed. 
(Refer to the section, Leaming Magic, on page 48) When the O button is pressed al this time, the Magic Point (MP) cost of tl1e 
spell will be displayed. 
• When using a magic spell, move the cursor lo select a magic spell, then press the O bm n, and sck'CI the spell's target.. 
• To target multi1>le characters or enemies wilh a agic s!>cll, press the left or right directional buuon, the LI /RI button or the 
SELECT button to choose a spccillc target for tl1e magic spell. 


Individual Character Commands 
Every character has a special abiUty that is unique 10 him or her. For more details, refer to "SpcciaJ Character Commands" on 
page 45. 


SwdTcch Cy-aa·s SJ>CCial ability. Sword Techniques are lrased on Samur.li fighting styles. 


Blitz 
Sabin"s speci,tl ability. Blitz rec1uircs player input in order to enact the Martial Arts tt-chniques. 


Lore 
Stmgo's s1,ccial ability. Magic spells learned from enemies. 


Rage 
Gan's SJ>CCial ability. Figl1ting tt-chniques le-,rned from enemies encountered in the Veldt. 


Dance 
Mog·s special ability. Naiurc dances invoking the power o(tl1e elementS. 


ote: Within each of tl1e menu commru1ds, the player will be able to scroll through the 
infonnation displayed on the screen by pressing the LI or RI buttons. 


ITEM 
This command allows the use of Potions and Tents :md other items that the party currently 
holds. If this command is selected, the display will switch to the screen shown on the right. 
When the ® button is pressed, the cursor wilJ move 10 the following subcommandli: 


Use 


~ 


!l,J•.,.,rn.,IJ.a," 
G 
T•n•c 
:911 
J ,n.-•ur• 
:>a 
-~ ·•··· 
.. 
C.UH 
9 
............. Po,-. 
• 


h .... ,... 
.. 
ti, ... .., ..... 
., 
o. ..... o; ......... . 
..... 
" 


Use the items in possession. After selecting which item to use, press the Ct button. If the item is immediately usable (Potions, 
Ethers, etc.), the Character Selection Screen will appc-ar. Select the character who will use the item, and press the O buuon. 
Items that cannot be used will be displayed in darkened font. 


Arrdnge 
Organi1,e items~ wea1>0ns, annor and misccll:meous objects. Move the cursor to <Arrange> and press the O button to 
arrange. 


Rare 
Display cmcial items that arc necessary to advance the g:.unc. Move the cursor to <Rai:e> and press the Ct button to display 
importrull objects. 


l. Explanation of items 
Display tl1e explanation of the item which has been highlighted with tl1e cursor. For weapons and am1or, only 1hose that have 
special effects will have a description displayed. The number to the right of the explanation designates the quantity of that item in 
possession. 


~. Item list 
Di5Vlay th description of items in inventory, and the item name. The player must move 
the cursor to the item to be used. When the number of items J>osscssed can no longer fit 
on one screen, the player will be able 10 switch between the screens by pressing the LI , 
RI ru1d SELECT buttons. 


Weapons I Armor I Relics 
For tl1ose items which cru, be cc111ipped, setting 1he cursor to a particular item ru1d pressing the O button twice will display tl1e 
screen on the right. On this screen, in addition to the chamcters who can equip the particular item selected, status changes during 
cc111ipping, ,md special a1Uib111cs of the annor will also be displayed. 


Rearranging Items 
To change the order of the items, move the.cursor 10 the item to be first on the list, and press the O buuon. Next, move the cursor 
to the item to be second on the list and press the O button again. Continue this process until all items have been set to the desired 
order. lt would be convenient to place those items that are frequently used during battJc near the top or the list. 


SKILLS 
This comn1and allows tl1e player to CCJUiJ> a selected character witl1 an Esper to give the chamcter magic powers. To select this 
command, move the cursor to <Skills> and press the O buuon. Upon doing so, ii is possible to sec 1he battle commanl of 
the selected chamcter. Ple:tse sec "Special Chamctcr Commands'" (p. 45) for an cxmnple o( tl,e five types of battle commands 
specific to C'dch character. 


Espers 
• This subcommand displays the Esper Llst. Es1>er nan1es in darkened fontS indicaie tl1a1 they ha>-e 
been equiJ>J>Cd by otl1er party men1bers. 
• Select < Espe rs> ru,d press tl1e O button to display the magic spells tluu t"llll 
IC'amed from 
that particular Esper. (Refer to the section, Magicite & Es1>ers, on page 47). 


Magic 
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• Magic spells that can be used are displayed in liglu fonts, while those that canno1 be used are displayed in darkened fonts. 
The number displayed next lo the magic spell indicates tlue.percentage of tl1a1 particular magic spcll thal has been IC'amed. 
(Refer to the section, Leaming Magic, on page 48) When the O button is pressed al this time, the Magic Point (MP) cost of tl1e 
spell will be displayed. 
• When using a magic spell, move the cursor lo select a magic spell, then press the O bm n, and sck'CI the spell's target.. 
• To target multi1>le characters or enemies wilh a agic s!>cll, press the left or right directional buuon, the LI /RI button or the 
SELECT button to choose a spccillc target for tl1e magic spell. 


Individual Character Commands 
Every character has a special abiUty that is unique 10 him or her. For more details, refer to "SpcciaJ Character Commands" on 
page 45. 


SwdTcch Cy-aa·s SJ>CCial ability. Sword Techniques are lrased on Samur.li fighting styles. 


Blitz 
Sabin"s speci,tl ability. Blitz rec1uircs player input in order to enact the Martial Arts tt-chniques. 


Lore 
Stmgo's s1,ccial ability. Magic spells learned from enemies. 


Rage 
Gan's SJ>CCial ability. Figl1ting tt-chniques le-,rned from enemies encountered in the Veldt. 


Dance 
Mog·s special ability. Naiurc dances invoking the power o(tl1e elementS. 


EQULP 
This command aJJows the player 10 equip and remove weapons and armor for each charac1cr. Press the O button after selecting 
<Equip>, and select a character. After the selection has been made, press the O buuon again 10 display the Equipment Menu with 
the follo"111g subcomm:mds: 


• Equip 
Equip a char-Jeter with wc.apons and armor. First, select the part of t11e body to be equipped 1vi1h tl1e 
directional buuons, then prt'SS tl1e O buuon 10 display the wc.apons or am1or 1ha1 can be equipped. 
Select the weapons or annor and press the O button once again 10 confinn. Wc-J1>0ns or armor that 
will incrc.asc status when equipped will be displayed in yellow, :md those thal will decrc.asc status 
when equipped will be displayed in darkened fonts. 


• Optimum 
Equip the selected character with the weapon or armor in the party's invenlory with 1he slrongest Anack Power or Defense Power. 


• Remove 
Remove a specific piece of equipment on a selected charac1er. Once the selection has been made, press the Ct bunon to complete 
the process. 


• Empty 
This command allows the player to instantly remove every piece of equipment oo a selected character. 


RELIC 


TWs command aUows the player to equip relics with various abiUties onto the characters. First, select 
<Relic> from the Menu Screen. Next, press the left dircctionaJ button to set the cursor on all of the 
characters. finally, press the O buuon to display the Equipment Chart (Refer 10 the.section on 
"Relics" on page 49). 


Note: 11,c current partts Equipment Menu can be viewed by selecting either the <Equip> or 
<Relic> commands in the Menu Screen. 


STATUS 
This command allows tl,e player to view individual character allributes such as levels and HP. 
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This command allows the player to customize the game options. This operation is done with the directional bullons. 


• Battle Mode 
This option allows the player to switch between <Active> mode in which the enemies will conlinuc to attack while the player 
makes selections, and <Wait> mode where the enemies wiU wail for the player to make a selection before attacking. 


• Battle Speed 
This option allows the player 10 change the speed al which time passes during baule, r.mging from 
I (fast) 10 6 (slow). Press the left or right directional buuon.10 operate the controls. 


• Message Speed 
This option allows the player 10 change the speed at which ba!Lle messages arc displayed in tl,e 
upper part of the screen. Press the left or right directional bulton to select a S(>t'Cd ranging from l 
(fast) 10 6 (slow). 


• Command Settings 
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This option allows tl1e player to set the Baule Command Screen 10 be displayed one of two w,ys. The <Window> option is the 
first and default seuing. TI1c second option is <Short> which features a shorter window with commands arranged in a more 
compact manner. When <Short> is chosen, commands wiU be selected by pressing the up, down, left or right directional buuon, 
<Change> and <Defend> are accessed by pressing the LI and RI buuons, respectively. 


• Short 
Selecting <Short> and pressing tl1c O buuon will allow ~,e player 10 cbangc the baulc command positions. After sclc.cting the 
character, switch commands by pressing the directiona1 bunons and the O button. '}hen switching other char.tcters, after moving 
the cursor to the character names with the ® button, proceed to set commands in Ifie same manQer. When returning to lhe ini1ial 
state, select <Arrange>, which is listed at the top and press the O buuon. In order to rctum to the men\!, the player must select 
the character name or press the ® button in the <Arrange> position. 


• Gauge 
This option allows the player to change the ap1>carancc of the HP Window during battle. When SCI 10 <ON>, the Achve lime Baule 
(ATB) gauge will be displayed, showing the time remaining until a character becomes active. When sci 10 <Off>, die Current HP 
I Maximum HP wiU be displayed in numbers. 


• Sound 
TI1is option allows lhe player to select between <Stereo> and <Mono> sound oulpul. 


• Cursor 
Thjs option allows the player to select between <Reset> and <Memory> cursor positions. If set to <Reset>, the cursor in a 
command window defaults 10 the lop of the screen e-,ch time. If set to <Memory>, the cursor""' appear in its last position on 
the screen. 


EQULP 
This command aJJows the player 10 equip and remove weapons and armor for each charac1cr. Press the O button after selecting 
<Equip>, and select a character. After the selection has been made, press the O buuon again 10 display the Equipment Menu with 
the follo"111g subcomm:mds: 


• Equip 
Equip a char-Jeter with wc.apons and armor. First, select the part of t11e body to be equipped 1vi1h tl1e 
directional buuons, then prt'SS tl1e O buuon 10 display the wc.apons or am1or 1ha1 can be equipped. 
Select the weapons or annor and press the O button once again 10 confinn. Wc-J1>0ns or armor that 
will incrc.asc status when equipped will be displayed in yellow, :md those thal will decrc.asc status 
when equipped will be displayed in darkened fonts. 


• Optimum 
Equip the selected character with the weapon or armor in the party's invenlory with 1he slrongest Anack Power or Defense Power. 


• Remove 
Remove a specific piece of equipment on a selected charac1er. Once the selection has been made, press the Ct bunon to complete 
the process. 


• Empty 
This command allows the player to instantly remove every piece of equipment oo a selected character. 


RELIC 


TWs command aUows the player to equip relics with various abiUties onto the characters. First, select 
<Relic> from the Menu Screen. Next, press the left dircctionaJ button to set the cursor on all of the 
characters. finally, press the O buuon to display the Equipment Chart (Refer 10 the.section on 
"Relics" on page 49). 


Note: 11,c current partts Equipment Menu can be viewed by selecting either the <Equip> or 
<Relic> commands in the Menu Screen. 


STATUS 
This command allows tl,e player to view individual character allributes such as levels and HP. 
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This command allows the player to customize the game options. This operation is done with the directional bullons. 


• Battle Mode 
This option allows the player to switch between <Active> mode in which the enemies will conlinuc to attack while the player 
makes selections, and <Wait> mode where the enemies wiU wail for the player to make a selection before attacking. 


• Battle Speed 
This option allows the player 10 change the speed al which time passes during baule, r.mging from 
I (fast) 10 6 (slow). Press the left or right directional buuon.10 operate the controls. 


• Message Speed 
This option allows the player 10 change the speed at which ba!Lle messages arc displayed in tl,e 
upper part of the screen. Press the left or right directional bulton to select a S(>t'Cd ranging from l 
(fast) 10 6 (slow). 


• Command Settings 
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This option allows tl1e player to set the Baule Command Screen 10 be displayed one of two w,ys. The <Window> option is the 
first and default seuing. TI1c second option is <Short> which features a shorter window with commands arranged in a more 
compact manner. When <Short> is chosen, commands wiU be selected by pressing the up, down, left or right directional buuon, 
<Change> and <Defend> are accessed by pressing the LI and RI buuons, respectively. 


• Short 
Selecting <Short> and pressing tl1c O buuon will allow ~,e player 10 cbangc the baulc command positions. After sclc.cting the 
character, switch commands by pressing the directiona1 bunons and the O button. '}hen switching other char.tcters, after moving 
the cursor to the character names with the ® button, proceed to set commands in Ifie same manQer. When returning to lhe ini1ial 
state, select <Arrange>, which is listed at the top and press the O buuon. In order to rctum to the men\!, the player must select 
the character name or press the ® button in the <Arrange> position. 


• Gauge 
This option allows the player to change the ap1>carancc of the HP Window during battle. When SCI 10 <ON>, the Achve lime Baule 
(ATB) gauge will be displayed, showing the time remaining until a character becomes active. When sci 10 <Off>, die Current HP 
I Maximum HP wiU be displayed in numbers. 


• Sound 
TI1is option allows lhe player to select between <Stereo> and <Mono> sound oulpul. 


• Cursor 
Thjs option allows the player to select between <Reset> and <Memory> cursor positions. If set to <Reset>, the cursor in a 
command window defaults 10 the lop of the screen e-,ch time. If set to <Memory>, the cursor""' appear in its last position on 
the screen. 


• Re-Equip 


1is option allows the player to change between the <Optimum> and <Empty> options. I[ set 10 <Optimum>, !he party will 


automatically be re-equipped wilh the most optimal pieces or equipment to fil the e<1uipped Relic. I[ set to <Empty>, every 
piece or equipment on the characters will be removed. 


• Controller 
This option allows tl1c player to change the controller settings. 


• Single 
This is the setting for one player. Nonnally, !he game is played in this mode. 


• Multi 
This setting allows two people to play during baule. The players must decide which 
characters will correspond to which controller. 


• Magic Order 
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This option allows the player to choose one or six pattems from tl1e Magic Spell List. to arrange their spells. 


• Window 
The player will be able to select a back window pauem from eight selections. 


• Color 
This option allows tl1e fonts and window colors to be changed by adjusting the tlirce colors R (Red), G (Green), and 8 (Blue). 
In order to retum the adjustment to !he original state, move the cursor to <Color> and press the O button. 


SAVE 
This command ~ II save the game. BasiC'Ally, saves can only be conducted on the field or at Save Points. In locations where 
saving is I ot possible, this command will be displayed in a darkc"Tied font. 


Many different 1ravcl OJ>tions exist in this game. As 1he player advances in the game, the party wiU encounter and gain the use or 
many different modes or tr'"'sponation. Taking advantage or tl1csc different types of tr,vel options ,.;11 enable the party to ,isit 
are-JS otherwise impossible to re-Jch on root. 


Chocobo 
A birdlike creature that helps the pany travel across land, rivers, and lakes. Chocobos can be rented from Chocobo rental shops. 
Once (he character dismount,; the Chocobo, it will return to its original 1>lace. WhiJe ricling the Chocobo, the character will not 
encoun1er any enemies. 


up directional button/ 0 button: Move the Chocobo rorw,rd 
lert or riglll directional button: 
n,rn the Chocobo lert or ijgl>t 


I.I / RI button: 
1\trn the Chocobo sharply when used with the directional 
button Lfff/ RJGIIT 


® button: 
Dismouru from the Chocobo 


Zeppelin 
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A large airship which can travel at high speeds through the sky. Characters may go into the interior of tl1e airship. Inside, !he 
player will find Item Shops and will also be able to have other characters standby. Zeppelins can only take off and land on flat 
land. 


O button: 
up directional button: 
down directional buuon: 
left or right directional button: 
LI I RI button: 
® button: 
e button: 


@button: 


Board the Zeppelin I Move it forw,rd 
Enable tl1e Zeppelin to descend 
Enable !he 7.cppclin to ascend 
Turn the 7.cppclin left or riglll 
1\,rn the 7.cppelin sharply when used witl1 the lert r right directional button 
Disembark from tl1e Zep1>eliJ\ 
Enter the interior of the Zeppelin. In order to fly the Zeppelin again, press !he O button at the 
controls and select <Take Off> 
Press together with the directional buttons to mO\'C the ZC~pclio in any direction 


ABOUT MAP ON I OFF 
Pressing !he START button on the field will display a sntall map which can be turned ON/Off The 
large red dot on top of tl,e map designates !he current location, and the small dot shows the 
direction the player is facing. 


• Re-Equip 


1is option allows the player to change between the <Optimum> and <Empty> options. I[ set 10 <Optimum>, !he party will 


automatically be re-equipped wilh the most optimal pieces or equipment to fil the e<1uipped Relic. I[ set to <Empty>, every 
piece or equipment on the characters will be removed. 


• Controller 
This option allows tl1c player to change the controller settings. 


• Single 
This is the setting for one player. Nonnally, !he game is played in this mode. 


• Multi 
This setting allows two people to play during baule. The players must decide which 
characters will correspond to which controller. 


• Magic Order 
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This option allows the player to choose one or six pattems from tl1e Magic Spell List. to arrange their spells. 


• Window 
The player will be able to select a back window pauem from eight selections. 


• Color 
This option allows tl1e fonts and window colors to be changed by adjusting the tlirce colors R (Red), G (Green), and 8 (Blue). 
In order to retum the adjustment to !he original state, move the cursor to <Color> and press the O button. 


SAVE 
This command ~ II save the game. BasiC'Ally, saves can only be conducted on the field or at Save Points. In locations where 
saving is I ot possible, this command will be displayed in a darkc"Tied font. 


Many different 1ravcl OJ>tions exist in this game. As 1he player advances in the game, the party wiU encounter and gain the use or 
many different modes or tr'"'sponation. Taking advantage or tl1csc different types of tr,vel options ,.;11 enable the party to ,isit 
are-JS otherwise impossible to re-Jch on root. 


Chocobo 
A birdlike creature that helps the pany travel across land, rivers, and lakes. Chocobos can be rented from Chocobo rental shops. 
Once (he character dismount,; the Chocobo, it will return to its original 1>lace. WhiJe ricling the Chocobo, the character will not 
encoun1er any enemies. 


up directional button/ 0 button: Move the Chocobo rorw,rd 
lert or riglll directional button: 
n,rn the Chocobo lert or ijgl>t 


I.I / RI button: 
1\trn the Chocobo sharply when used with the directional 
button Lfff/ RJGIIT 


® button: 
Dismouru from the Chocobo 


Zeppelin 


.. - 
- -- -- 


' 
It\3rff.:) 


A large airship which can travel at high speeds through the sky. Characters may go into the interior of tl1e airship. Inside, !he 
player will find Item Shops and will also be able to have other characters standby. Zeppelins can only take off and land on flat 
land. 


O button: 
up directional button: 
down directional buuon: 
left or right directional button: 
LI I RI button: 
® button: 
e button: 


@button: 


Board the Zeppelin I Move it forw,rd 
Enable tl1e Zeppelin to descend 
Enable !he 7.cppclin to ascend 
Turn the 7.cppclin left or riglll 
1\,rn the 7.cppelin sharply when used witl1 the lert r right directional button 
Disembark from tl1e Zep1>eliJ\ 
Enter the interior of the Zeppelin. In order to fly the Zeppelin again, press !he O button at the 
controls and select <Take Off> 
Press together with the directional buttons to mO\'C the ZC~pclio in any direction 


ABOUT MAP ON I OFF 
Pressing !he START button on the field will display a sntall map which can be turned ON/Off The 
large red dot on top of tl,e map designates !he current location, and the small dot shows the 
direction the player is facing. 


SHOPS 
In this game, various types of shops are featured. Items bought in shops can 
be used by pany members. 


Buying & Selling 
I. After talking to a sho1>kccper, the follo"ing commands become available: 


• <Buy> 
This command will allow the player to see and purchase items the 
shopkeeper has in stock. 


• <Sell> 
This command wiU dis1>lay the items the party has in inventory, aJJowing the 
player to .sell items to the shopkeeper at half the purchasing cost of the item. 


• <Exit> 
Tilis command will let tl1e player exit from the Buying/Selling Screen. 


2. When buying items, a screen similar to the 
one shown on the right will be displayed. 


A. A list of items sold in the shop 
B. Current a.inoum of money 
C. Number of selected items owned 
D. Number of selected items equipped 
E. Pany members 


& shows that Attack/Defense Power will increase by c<1uipping the item, 
'Y shows that Attack/Defense power will decrease, and = designates that the 
value will remain the s.unc. The mark below the characters shows the 
current party mcmbc~. and the characters with their arms in the air are 
characters that can ec1uip the selected item. Those with an "E'' m:Lrk have 
already been equipped with the particular item in question. 


3. Detennine the number to be sold and bonght. Pressing the right 
direction:tl button increases quantity by I; pressing it to the left decreases 
quantity by I; pressing up increases by incrcmcms of 10; and pressing down 
decreases by increments of 10. The maximum number of a particular item 
that can be held is 99. When buying an item, the number will only increase 
as much as the character can hold or purchase. 


SHOP lNTRODUCTIONS 


Inns 
TI1e party will be able to recover HP/MP and 
certain Status Abnormalities by staying here. 


Weapons Shop 
Various types of weapons such as swords and 
rods are sold here. 


Armor Shop 
Various types of protective gear such as shields 
and armor are sold here. 


Item Shop 
~ 
ntial items for the joumey such as Potions 


and Phoenix Downs arc sold here. 


Relic Shop 
A variety of relics are sold here. Relics grant 
characters many different abiLitics. 


Chocobo Stable 
Chocobos can be rented from tl,e Chocobo 
Stahle. If riding the Chocobo directly from the 
stable, the character will automatically be 
transported to tl1e outside of the city. Press the 
® button to dismount the Chocobo. Once the 
character has dismounted, the Chocobo will 
retum to the stable on its own. 


Many characters appear in this game. A maximum of four characters can be selected to create an active party to progress through 
the game togetl1er. 


LOCATION FOR PARTY FORMATION 
Locations where parties may be formed will depend on the story flow. At locations where parties may be changed, the message 
<Will you switch party members?> will be ,tisplayed after talking to a character. 


COMBINING PARTIES 


I. The characters that can be combined 10 form a party will be displayed in the center row. 
From this selection, select the chara.cters to fonn the party. Certain party members cannot 
be selected during certain segments of the game. 


2. After selecting a chamctcr, press the O button, and set the cursor to the Party Window 
below and press the .:+ button once again. Continue this process until all desirc-d 
char,cters have joined tl1e pany, and then, press the ® button. 


Note: It is possible 10 mO\'e Lhe game forward with parties 1ha1 ha\'C less than four members. 


SWITClllNG PARTIES 
TI1ere will be times when the player will need lo control SC\'era1 1>artics simultam.'Ously .. 
parties, press the @ button. 
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LOCATION FOR PARTY FORMATION 
Locations where parties may be formed will depend on the story flow. At locations where parties may be changed, the message 
<Will you switch party members?> will be ,tisplayed after talking to a character. 


COMBINING PARTIES 


I. The characters that can be combined 10 form a party will be displayed in the center row. 
From this selection, select the chara.cters to fonn the party. Certain party members cannot 
be selected during certain segments of the game. 
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parties, press the @ button. 


BATTLE FORMATION 


BA'(T~E SCREEN 
The Balde Screen for FINAL FANTASY VI displays the foUowing infomiation: 


I. Messages during baule are displayed 
2. Party charaCIC( gr,phics 
3- Enemy graphics 
4. Enemy name is displayed 
5. aide comm,mds (dilTerem for each cban1c1cr) 
6. Character HP and ATB Gauge 
(Dcpen~· g on d1c.configura1ion, the Current HP I Maximum HP may be displayed) 


Regarding the enemy appearance patterns, other than the nonnal batde formation, die following forma ·on types may ,dso be 
encountered: 


Pincher/Side Attack 
By au:tcking from bod, sides at the same time, AUack Power wiU be incre-dSCd. When the p-.uty anacks the enem~ ii i known as a 
·'Side Auackll, and when the enemy attacks the pany, ii is known as a "Pincber Auack". During a '"Pincher Altack1·, 111e party will not 
be able 10 ruo away from baalc. 


Back Attack 
In this siruation, the players pany will be attacked by the enemy from behind, with the Back Row taking the brum or the as.sauh. 
The nemy will also attack first. 


'1-eemptive Allll<k 
In a preemptive attack, the active p-.iny will be given the first attac 


During batde when a character is hit by an enen,y's special attack, the following status 
abnonnalitics are known to occur. Some abnormaHties wilJ recover after a battle, and some 
will not. Inns and Tents will recover every type of status abnom1ality., while the Sleeping Bag 
will recover everything except "Wounded". 111e !isl below represents some of the status 
abnormaUties in the g:une. 


Non-Recoverable Status Abnormalities 


Name: 
Symptoms 


HP reduces to 1.cro; can no longer battle 


Become stone; can no longer battle 


Recovery Method 


Llfe SpeUs, Phoenix Down 


Remedy, Snft 


Wounded 


Petrify 


Imp 
Cmrnot use s1>ecial commmuls; can only use 
Green Cherry, Remedy 


Invisible 


Poison 


Zombie 


Dark 


Float 


the Imp spell 


Become invisible, not affected by Physical Attacks 


Conunu,d decrease or HP. during baule, 
,md while walking 


Indiscriminately attack enemies and allies 


Decre-,se in Allack Hit Rate 


~1oat above the ground; will not recei\'e 
damage (rom ground attacks 


Reco'w·ernble Status Abnormalities 


Name: 
Symptoms 


Sleep 


Muddled 
Become confused, and !>cgin attacking en 
and allies indiscrimlnat ly 


Mute 
Will not be able to cast magic 


Condemned 
Become wounded when th nm ber a 
the affected character 
chcs-1.cro 


Physical Auack, Remedy 


Remedy, Echo Screen 
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The FINAL FANTASY VJ banle system uses the ATB Acti e Time Battle) system in which time will continue to pass during battle. 
The player should banle by selecting commands and at'tacks corresponding to die enemy's wc-Jkncsses or techniques. 


Battle with equipped weapons. If weapons have not been equipped, die character mnst fi ht with bare hands. 


MAGIC 
\ 


The Magic Spell List will be displayed, allowing UiCJ!'aycr to select the magic SJ>ell to be u!;ed with die 
O button. After selecting the tarijel of the magic spell, press the O button to cast it. When there is not 
enough Magic P i 
(MP), magic cannot be n ed. When the MagioS1>eU Ust is displayed, scroll to the 


very top of the list and press the up directional 6111100 to select the Esper that is eq\iip1>ed. Once 
selected, the Esper can be summoned by pressing Ifie O button. (Refer to the Summoning Es1 rs 
section on page 47). 


ITEM 
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The Item Lls1 will be displayed, allo1>ing the player to use an item in inventory. To use an item, first sclec il witli jhc directional 
buttons, and then press the O button lwice. Next, select the charac1er who 1>ill use the item, then press the O uuon again to 
execute die command. Items thaJ may be used will be highlighted, whereas those that cannot 
used will be displayed in darkened 


font.His possible to rearrange itcnis even during banle. (Refer to the section on Hem Arrangcnicn section on 
2). 


SWITCJIING WEAPONS & ARMOR DURING BATTLE 
Press the up directional button while at the top of the llem List will display the items currently equipped by the selected cliarnctcr. 
To switch an item, first move the cursor to the item to he replaced, and press the O button. The items thaJ can he e<1uip1>ed will 
then be highlighted. Upon making a selcc1ion, press the O button again to cxecu th switch. 
e Hem and Magic Spell Lists that 


appear during banle can be scrolled by pressing the up or down directional hullo . 


Fonnation change of the Front and Back Row can take place during the curren battle. When the command setting is set 10 
<W.indow>, the left directional button must be pressed in order to execute a fonnalion change. When set to <Short>, the I.I 
button must 
pressed. 


CHARACTER FORMATION 
• If the left directional button is pressed in the Menu Screen, the <Row> command will appear. To move a character 10 the 
Front Row (advantage for dire<.1 attacks, disadvantage for defense) or Back Row (disadv-,ntage for direct attacks, advantage for 
defense), move the cursor to the character to be moved, and press the O button twice. 


• To switch the position of two charJcters, move the cursor to one character, and press the G button. ext, move the cursor to 
the other character to be interchanged, and press the O button again. (NOTE: 11ic character at the very top of the character 
lineup will be displayed in the field). 


DEFEND 
Concentrating on defense reduces damage incurred from an enemy's PhysicaJ Anacks. However, 
the damage received from Magic Attacks will not be reduced. When the comrrnmd setting is set 
to <Window>, the right direction:~ button must be pressed in order 10 defend. When set to 
<Short>, the RI button must be prcs!;ed. 


ESCAPE 
When the LI and RI buttons arc pressed simultaneously, the party will lie able to escape fro t\ a tic. 
re, · ihcre arc some 


enemies that the party will not be able to escape front In those instances, du! message <Can I run aw-Jyl!> will be !Splayed. 
I 


PAUSE 
When the START bu ton is pressed during a fight, the battle will be ut o hold tern 
rarily. The game will resume when the 


START buuon is prcsscil again. 


END OF BATTLE 
BattJe will continue until party members defeat the enemies or until one party runs away .. When the enemies arc successfully 
dcfc-,ted, money (GP) and ll.x1>ericncc Points (EXP) ·u '!P~r. and acquired M>(;iC Points will be gained and distributed. 
These values will differ according to enemy type ' d ilic number of encniies dcfc-,tc-d. 


GAME OVER 
When all party members can n longer batt1e (I-IP reaches zero), become Zombies or Petrified, the game will be over. Once a 
game is over, the game will aut6matically begin from 1e previous Save Point. When this occurs, the items taken from Treasure 
Boxes and char,ctcr pammetcrs will not he saved, but character levels and faperience Points (EXP) will not diminish. 
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Steal 
• 111c ability 10 steal ilcms from m1 enemy during battle. 
• There are some items that can be obtained only through this p:U1icular command. 
• After selecting this command, select which enemy to steal from by using the directional buttons. 


MOG 


• Uy invoking the name or the terr.Lin dance, Mog will he ahlc 10 auack using the powers of nature. 
• By fighting battle; on different terrain, Mog will leant new dances. 
• After selecting this command, select the dance to be used and press the O button. 


SABIN 


Blitz 
• Will attack an enemy with the Martial An techniques he has IC'Amcd. 
• When Sabin increases his level, new 1cchnic1ues will be learned m1tomatically. 
• After selecting <Blitz> in Sabin's Baulc Window, enter the comm:mds of the technique to be used and press 


the O button. 


• When Blitz Commands are entered incorrectly, Sabin wiJI fail to act when his turn arrives. 
• Each s1>ecial technique and attack effect , or any commands entered can be checked by selecting Sabin in the 


llilbV - -lil~ <Skills> section of the Menu Sert-en and pressing the O button at the <Blitz> heading. 


Magic 
• Born with magicaJ powers, Term posst'SSCS the <Magic> command from the beginning. 
• Other characters, however, will not be able to use magic unless tl,cy are equipped with Espers (See page 47). 


EDGAR 


0 


Tools 
• Attack by using tools that arc constn1ctcd primari.Jy for battle. 
• There arc some tools that will au.1ck only one individuaJ enemy and others that will attack all enemies at once. 
• Advancing in 1he game wiU :~low the 1>layer to obtain newer :md more powerfuJ tools for auacking. 
• After selecting this command, select which tool to use :u1d press the O huuon. 


CYAN 


SwdTech 
• Cyim uses Sword Tt'Chniqucs IC'.tnlt'Cl as a samura.i to :attack. 
• This technique can only be used when a sword that can 1>erfonn the Sword 


'Techniques is e<1uipped. 


• When Cyan increases his level, he will automaticaJJy learn new Sword Techni((llCS. 
• When <SwdTech> is sclcc1ed, a window similar to the one on the right will be 


displayed, and a gauge will begin to grow during battle. When the gauge reaches the 
particular Sword Technique the player would like to use, the player must press the O 
buuon. 
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• The available Sword Techniques can be seen by selecting Cyan in lhc <Skills> command of the Menu Screen, 


:U1d pressing the +> button al the <SwdTech> heading. 


GAU 


Leap I Rage 
• When the player selects <Leap> while battling enemies in the Veldt, Gau will Jc-.1p omo an enemy and the 


battle will end. 


•· If the remaining party members continue to battle in the Veldt, Gau will cventu;~ly reappear after a battle ends, 


and rejoin the party. 


• When he returns, Gau wiU have learned the Enemy Techniques from the time he leaps onto an enemy up until 


when he returns to the party. These learned technique commands are called "Rage" Techniques, and c:u, be 
used to attack enemies during battle. 


• The n:unes of the ··Rage·· Techniques that have been learned can be checked by scl<.'Cting Gau in the <SkiJls> 


comm:md of the Menu Screen, and by pressing the O button at the <Rage> heading. 


• After selecting <Rag<> in the Battle Window, select the Rage Technique to be used and press the O button. 
• <Leap> is a command that can only be used in the Vcldt. 
• In the Veldt, only the enemies that have 1>rcviously lx.-cn encountered wil.1 appear. Thus, it may be wise 10 
return regularly to the Veldt with Gau 10 learn new Rage Techniques. 


• SETZER 


Slot 
• Setzer has access to the powerful Slot Attack. When he uses it, the wheels of a slot machine a1>1>ear and stan 


spinning. Results of the spin dctcnnine the nature of the auack. from damaging an enemy to hc-,ding the 1>ar1y. 


• Not aJI combinations arc beneficial. The Joker Doom combination brings defeat to both parties. 
• When this command is selected, three wheels will begin spinning. Press the O buuon thrl'C times to stop the 


whc..:ocls. When all three wheels have s101>1>ed, press the Ct button once again 10 trigger the results of the spin. 


Steal 
• 111c ability 10 steal ilcms from m1 enemy during battle. 
• There are some items that can be obtained only through this p:U1icular command. 
• After selecting this command, select which enemy to steal from by using the directional buttons. 


MOG 


• Uy invoking the name or the terr.Lin dance, Mog will he ahlc 10 auack using the powers of nature. 
• By fighting battle; on different terrain, Mog will leant new dances. 
• After selecting this command, select the dance to be used and press the O button. 


SABIN 


Blitz 
• Will attack an enemy with the Martial An techniques he has IC'Amcd. 
• When Sabin increases his level, new 1cchnic1ues will be learned m1tomatically. 
• After selecting <Blitz> in Sabin's Baulc Window, enter the comm:mds of the technique to be used and press 


the O button. 


• When Blitz Commands are entered incorrectly, Sabin wiJI fail to act when his turn arrives. 
• Each s1>ecial technique and attack effect , or any commands entered can be checked by selecting Sabin in the 


llilbV - -lil~ <Skills> section of the Menu Sert-en and pressing the O button at the <Blitz> heading. 


Magic 
• Born with magicaJ powers, Term posst'SSCS the <Magic> command from the beginning. 
• Other characters, however, will not be able to use magic unless tl,cy are equipped with Espers (See page 47). 


EDGAR 


0 


Tools 
• Attack by using tools that arc constn1ctcd primari.Jy for battle. 
• There arc some tools that will au.1ck only one individuaJ enemy and others that will attack all enemies at once. 
• Advancing in 1he game wiU :~low the 1>layer to obtain newer :md more powerfuJ tools for auacking. 
• After selecting this command, select which tool to use :u1d press the O huuon. 


CYAN 


SwdTech 
• Cyim uses Sword Tt'Chniqucs IC'.tnlt'Cl as a samura.i to :attack. 
• This technique can only be used when a sword that can 1>erfonn the Sword 


'Techniques is e<1uipped. 


• When Cyan increases his level, he will automaticaJJy learn new Sword Techni((llCS. 
• When <SwdTech> is sclcc1ed, a window similar to the one on the right will be 


displayed, and a gauge will begin to grow during battle. When the gauge reaches the 
particular Sword Technique the player would like to use, the player must press the O 
buuon. 


fl. ....... ,P,~:i,•• --~:""~::.-,.,~..:--I 
jPj 
..,- 
tU4 / 
f\14 


..., .... ,,,u, 
...... . 


. ... &.. 
.... .. 4,., ., , .... 


•-· -••• 
' '"n"'"' 
""• d•o ~• , • 
< l•uve 
, 


• The available Sword Techniques can be seen by selecting Cyan in lhc <Skills> command of the Menu Screen, 


:U1d pressing the +> button al the <SwdTech> heading. 


GAU 


Leap I Rage 
• When the player selects <Leap> while battling enemies in the Veldt, Gau will Jc-.1p omo an enemy and the 


battle will end. 


•· If the remaining party members continue to battle in the Veldt, Gau will cventu;~ly reappear after a battle ends, 


and rejoin the party. 


• When he returns, Gau wiU have learned the Enemy Techniques from the time he leaps onto an enemy up until 


when he returns to the party. These learned technique commands are called "Rage" Techniques, and c:u, be 
used to attack enemies during battle. 


• The n:unes of the ··Rage·· Techniques that have been learned can be checked by scl<.'Cting Gau in the <SkiJls> 


comm:md of the Menu Screen, and by pressing the O button at the <Rage> heading. 


• After selecting <Rag<> in the Battle Window, select the Rage Technique to be used and press the O button. 
• <Leap> is a command that can only be used in the Vcldt. 
• In the Veldt, only the enemies that have 1>rcviously lx.-cn encountered wil.1 appear. Thus, it may be wise 10 
return regularly to the Veldt with Gau 10 learn new Rage Techniques. 


• SETZER 


Slot 
• Setzer has access to the powerful Slot Attack. When he uses it, the wheels of a slot machine a1>1>ear and stan 


spinning. Results of the spin dctcnnine the nature of the auack. from damaging an enemy to hc-,ding the 1>ar1y. 


• Not aJI combinations arc beneficial. The Joker Doom combination brings defeat to both parties. 
• When this command is selected, three wheels will begin spinning. Press the O buuon thrl'C times to stop the 


whc..:ocls. When all three wheels have s101>1>ed, press the Ct button once again 10 trigger the results of the spin. 


Lore 
• Strago's Lore ability lets him le-.tm certain spells from enemies 1ha1 use the spell against him. After he has 


IC'.uncd the spcJls, he can use them as bis own during baulc. 


• Since Strago·s Lore abilities arc magic spclJs, MP will be consumed when used. 
• After selecting this command, 1he player must select the spell to be used and 1hen press the O button 10 


execute the selection. 


SHADOW 


Throw 
• Shadow's throwing skill allow him to throw objects such as the Ninja Shurikcn with strength :md accumcy. 
• By throwing ancient scrolls, he will also be able to use ninja techniques that arc written on the scrolls. 
• After scl.ccling this command, select the item to be thrown, and then press the O buuon to execute the 


command. 


CE LES 


Runic 
• When Runic is used during banlc, Ccles will absorb certain enemy magic spells that has been cast, and use 


them to restore her Magic Points (MP). 


• Runic will last until Cclcs enters another command, or until she absorbs a magic spclJ. 
• Runic cannot be used unless Celes is e<Juippcd with a ~pccific sword. 
• Be advised that there are some spells that cannot he absorbed by Runic. 


RELM 


Sketch 
• Reim attacks by first sketching an enemy, and then summoning the illusion of the sketch to baulc against the 


enemy for her. Beware, as there will be times when Reim will not be able to sketch complex looking 
enemies correctly. 


• After selecting this command, select the enemy to be sketched, and then press the O button 10 execute the 


command. 


In the beginning of FINAL FANTASY VI, only a few characters will be able 10 use magic. TI1c ability 10 use magic is granted by 
Magicitc that can be found as the stOI)' progresses. 


Es1>ers live in the land of the unknown, and arc beings with tremendous magicaJ power. When these creatures We, they 
condense Lheir magical powers and crystallize. 111e resulting crystaJs arc known as Magicitc. By equipping Magicite, the 
characters will be able to learn different magic spells. 


EQUIPPING MAGICITE 
ln order to equip Magici1e1 select, <Esper> from the <Skills> command in the Menu Screen. 
Stones that are highlighted can be equipped, and those which are in darkened font cannot as they 
have alrl:'Ady bt'Cn equipped by another member. The numbers designate the amount of MP thal is 
necessary to summon the Esper, which is the essence of the Magicite. 


After selecting the Magicite and pressing the O bullon, magic that can be learned from e<111ipping 
the crystal will be displayed. To e<111ip the. Magicite, press the O buuon once again. Magicite can 
only be equipped one at a time. To remove I.he Magicite, press the O buuon in accordance with the 
empty space on 1he Magicite List. 


Magicite Bonus Points 
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Below tl,e magic display of the Magicile, a phr,sc such as <Physical Strength + I> can be SC'en. This refers to tl1e bonus 
attribute points granted by the Magicite when a character Levels Ul~ for example, if a character is equipped with the Magicite 
when their level increases, their Physical Strength will increase by+ I. Note: not all Magicite have bonus attributes. 


SUMMONJNG ESPERS 
The Esper of the equipped Magicilc can be summoned during battle 10 fight. To see which Esper has what IY(>C of effect, select 
the Esper with the <Esper> command, and the infomiation will be displayed. 


I. Select <Magic> command 
In order to summon Espcrs, first select the <Magic> command during baule to display the Magic Spell Llst. 


2. Summon the Esper witl1 the up directional button 
Next, scroll to tl1e top of the Magic SpclJ List, and press the up directional buuon to display the e<1uipped Esper. Once the Esper 
is displayed, press Lhc O bunon to summon ii. 


Summoning of the Esper 
In order to summon an Esper, a certain amount of MP is necessary. In addition, an Es1>er can only be summoned once per 
baule per char,cter. Es1>ers that cannot be summoned will be displayed in darke1wd font in the Magic SpcU Llst during battle. 


Lore 
• Strago's Lore ability lets him le-.tm certain spells from enemies 1ha1 use the spell against him. After he has 


IC'.uncd the spcJls, he can use them as bis own during baulc. 


• Since Strago·s Lore abilities arc magic spclJs, MP will be consumed when used. 
• After selecting this command, 1he player must select the spell to be used and 1hen press the O button 10 


execute the selection. 


SHADOW 


Throw 
• Shadow's throwing skill allow him to throw objects such as the Ninja Shurikcn with strength :md accumcy. 
• By throwing ancient scrolls, he will also be able to use ninja techniques that arc written on the scrolls. 
• After scl.ccling this command, select the item to be thrown, and then press the O buuon to execute the 


command. 


CE LES 


Runic 
• When Runic is used during banlc, Ccles will absorb certain enemy magic spells that has been cast, and use 


them to restore her Magic Points (MP). 


• Runic will last until Cclcs enters another command, or until she absorbs a magic spclJ. 
• Runic cannot be used unless Celes is e<Juippcd with a ~pccific sword. 
• Be advised that there are some spells that cannot he absorbed by Runic. 


RELM 


Sketch 
• Reim attacks by first sketching an enemy, and then summoning the illusion of the sketch to baulc against the 


enemy for her. Beware, as there will be times when Reim will not be able to sketch complex looking 
enemies correctly. 


• After selecting this command, select the enemy to be sketched, and then press the O button 10 execute the 


command. 


In the beginning of FINAL FANTASY VI, only a few characters will be able 10 use magic. TI1c ability 10 use magic is granted by 
Magicitc that can be found as the stOI)' progresses. 


Es1>ers live in the land of the unknown, and arc beings with tremendous magicaJ power. When these creatures We, they 
condense Lheir magical powers and crystallize. 111e resulting crystaJs arc known as Magicitc. By equipping Magicite, the 
characters will be able to learn different magic spells. 


EQUIPPING MAGICITE 
ln order to equip Magici1e1 select, <Esper> from the <Skills> command in the Menu Screen. 
Stones that are highlighted can be equipped, and those which are in darkened font cannot as they 
have alrl:'Ady bt'Cn equipped by another member. The numbers designate the amount of MP thal is 
necessary to summon the Esper, which is the essence of the Magicite. 


After selecting the Magicite and pressing the O bullon, magic that can be learned from e<111ipping 
the crystal will be displayed. To e<111ip the. Magicite, press the O buuon once again. Magicite can 
only be equipped one at a time. To remove I.he Magicite, press the O buuon in accordance with the 
empty space on 1he Magicite List. 


Magicite Bonus Points 
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Below tl,e magic display of the Magicile, a phr,sc such as <Physical Strength + I> can be SC'en. This refers to tl1e bonus 
attribute points granted by the Magicite when a character Levels Ul~ for example, if a character is equipped with the Magicite 
when their level increases, their Physical Strength will increase by+ I. Note: not all Magicite have bonus attributes. 


SUMMONJNG ESPERS 
The Esper of the equipped Magicilc can be summoned during battle 10 fight. To see which Esper has what IY(>C of effect, select 
the Esper with the <Esper> command, and the infomiation will be displayed. 


I. Select <Magic> command 
In order to summon Espcrs, first select the <Magic> command during baule to display the Magic Spell Llst. 


2. Summon the Esper witl1 the up directional button 
Next, scroll to tl1e top of the Magic SpclJ List, and press the up directional buuon to display the e<1uipped Esper. Once the Esper 
is displayed, press Lhc O bunon to summon ii. 


Summoning of the Esper 
In order to summon an Esper, a certain amount of MP is necessary. In addition, an Es1>er can only be summoned once per 
baule per char,cter. Es1>ers that cannot be summoned will be displayed in darke1wd font in the Magic SpcU Llst during battle. 


Magic is leamed from Espers. Gener"11y, the more powerful the Esper, the better the speUs it can teach. The type of spells an Esper 
can teach is related to the abilities of the Esper itself. 


Obtain Magic Points 
Each Esper has access to a number of magic spells wit.h a corresponding number next to them showing the rate at which they can be 
learned. As characters fight through battles, they will obtain Magic Points at the end of battle. These points arc multiplied with the 
Jcamjng rate number to generate the amount of Magic Points eamed toward learning a spcJJ. 


If MP Reaches 100%, the Magic Spell Will lie Learned 
Once all the spells have been leamed from a particular f,Sper, it is recommended that the player 
equip another E.sper 10 continue the process. 


If an Esper is Switched Uuring the Lcanling Process 
Even ff the Esper which a character has been using to learn magic is removed and switched to 
another chara.ctcr, the Magic Points which have been accmnula1cd to this point will not disappear. 
The magic spells which are in the process of being learned can be checked in the Magic List and 
the Esper Magic Screen. 


Even With the Same Magic Spell .•. 
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It is possible 10 lcam 1he same magic s1>ell from different Espcrs. However, dc1>ending on lhe Esper, Lhe r.ue of learning magic may 
be different (the multiplier rates wiU differ). For example, the Esper on tl1e upper left has Listed "Care x 5", but the Esper Listed 
below has listed •·earc x 3". I( the player receives one Magic Point alter battle, the percentage of added to tl1e Magic Point total will 
be 5 % [or the Esper on top, and 3 % for the Esper on the bottom. To maximize the.rate at which magic spells are learned, players 
should ec1ui1> Magicite with the most efficient leaming rate. 


Obtaining Magic Spells through Equipment & Relics 
Certain items in the g.unc possess the magic power to teach magic SJ>clls to charac1crs. To 6nd out wMch items have this ability, 
examine an item in the Item List by pressing the Ct button. If tl1e phrase <Magic Name x Value> is displayed, then the item in 
question has the ability 10 teach spells in the same manner a1, Magicitc. 


Explanations of Espers & Magic 
By selecting tl1e <Skills> command from the Menu Screen, and then selecting the subcommand <Esper> or <Magic>, the effcclS 
of magic spells and Espers wiU be displayed in tl1e top left window. Bonus point explanations wiU also be displayed in tl1is section as 
well. II is reconunended that the player know in advru1ce which effects arc connectt><I to which Esper. 


By equipping relics in FINAL FANTASY VI, the characters will be able 10 acquire various abilities with special effects. Relics arc 
divided into two groups: 


• Those that will ch:mgc commands 
• Those with spcciaJ effects 


RELICS lllAT WILL CHANGE COMMANDS 
When this type of relic is equi1>ped, the character·s battle commru1ds wiU change. The image on 
the right shows Locke before and alter equipping the "Thief Glove" relic. Locke's battle command 
will ch:mgc from <Sleal> to <Caplure>, allowing him to steal :md auack enemies at the same 
time. In adilition to this, there arc other relics that are known to change command5. 


REUCS WI111 SPECIAL EFFECTS 
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The majority of relics fall into this category. Some of these relics have been known to increase character auributcs whiJe others 
provide resistance to certain kinds of attacks. The auributc ch:mgc which occurs when relics are cquip1>ed will be displayed in 
yeUow for those that increase, and ";II be dis~layed in darkened fonts for those that will decre-.tse. There arc also some relics 
that will aJJow the characters to hold wca1>0ns in both hands and others that will automatically summon magic in order to 
defend the dlaracters against enemy auack~. 


ARMOR Wl111 RELIC EFFECTS 
Some annors grant the same abilities gained from equipping certain relics. Unfortunately, no WC'JJ>Ons have this effect. 


Equipping Relics 
From the Menu Screen, select <Relic> to access the Relic Screen. After selecting <Equip>, the cursor will move to the "Relic" 
List. Pressing tl1e O bunon at this point will display the relics that the character is currently equipped with. (Items that have 
already been ec1uipped will not be displayed). After selecting lhe relic of choice, press the Ct button. Ln the lower right corner 
of the screen, tl1c status changes for equipping a particular relic will be displayed. Each character cru1 equip up to two relics. 
After equipping the relic, press the ® button twice. For relics which enable the player to equip the characters with we:tpons in 
both hands, the player will need to re·equip wc-.tpons and armor accordingly. 


Magic is leamed from Espers. Gener"11y, the more powerful the Esper, the better the speUs it can teach. The type of spells an Esper 
can teach is related to the abilities of the Esper itself. 


Obtain Magic Points 
Each Esper has access to a number of magic spells wit.h a corresponding number next to them showing the rate at which they can be 
learned. As characters fight through battles, they will obtain Magic Points at the end of battle. These points arc multiplied with the 
Jcamjng rate number to generate the amount of Magic Points eamed toward learning a spcJJ. 


If MP Reaches 100%, the Magic Spell Will lie Learned 
Once all the spells have been leamed from a particular f,Sper, it is recommended that the player 
equip another E.sper 10 continue the process. 


If an Esper is Switched Uuring the Lcanling Process 
Even ff the Esper which a character has been using to learn magic is removed and switched to 
another chara.ctcr, the Magic Points which have been accmnula1cd to this point will not disappear. 
The magic spells which are in the process of being learned can be checked in the Magic List and 
the Esper Magic Screen. 


Even With the Same Magic Spell .•. 


ii .. ;;;;;~ u ::'~~;~- 
• r:::o~ ~-~i ~G1P rat 


<n ••"•' "" 
11-•o••n"• I 


It is possible 10 lcam 1he same magic s1>ell from different Espcrs. However, dc1>ending on lhe Esper, Lhe r.ue of learning magic may 
be different (the multiplier rates wiU differ). For example, the Esper on tl1e upper left has Listed "Care x 5", but the Esper Listed 
below has listed •·earc x 3". I( the player receives one Magic Point alter battle, the percentage of added to tl1e Magic Point total will 
be 5 % [or the Esper on top, and 3 % for the Esper on the bottom. To maximize the.rate at which magic spells are learned, players 
should ec1ui1> Magicite with the most efficient leaming rate. 


Obtaining Magic Spells through Equipment & Relics 
Certain items in the g.unc possess the magic power to teach magic SJ>clls to charac1crs. To 6nd out wMch items have this ability, 
examine an item in the Item List by pressing the Ct button. If tl1e phrase <Magic Name x Value> is displayed, then the item in 
question has the ability 10 teach spells in the same manner a1, Magicitc. 


Explanations of Espers & Magic 
By selecting tl1e <Skills> command from the Menu Screen, and then selecting the subcommand <Esper> or <Magic>, the effcclS 
of magic spells and Espers wiU be displayed in tl1e top left window. Bonus point explanations wiU also be displayed in tl1is section as 
well. II is reconunended that the player know in advru1ce which effects arc connectt><I to which Esper. 


By equipping relics in FINAL FANTASY VI, the characters will be able 10 acquire various abilities with special effects. Relics arc 
divided into two groups: 


• Those that will ch:mgc commands 
• Those with spcciaJ effects 


RELICS lllAT WILL CHANGE COMMANDS 
When this type of relic is equi1>ped, the character·s battle commru1ds wiU change. The image on 
the right shows Locke before and alter equipping the "Thief Glove" relic. Locke's battle command 
will ch:mgc from <Sleal> to <Caplure>, allowing him to steal :md auack enemies at the same 
time. In adilition to this, there arc other relics that are known to change command5. 


REUCS WI111 SPECIAL EFFECTS 
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The majority of relics fall into this category. Some of these relics have been known to increase character auributcs whiJe others 
provide resistance to certain kinds of attacks. The auributc ch:mgc which occurs when relics are cquip1>ed will be displayed in 
yeUow for those that increase, and ";II be dis~layed in darkened fonts for those that will decre-.tse. There arc also some relics 
that will aJJow the characters to hold wca1>0ns in both hands and others that will automatically summon magic in order to 
defend the dlaracters against enemy auack~. 


ARMOR Wl111 RELIC EFFECTS 
Some annors grant the same abilities gained from equipping certain relics. Unfortunately, no WC'JJ>Ons have this effect. 


Equipping Relics 
From the Menu Screen, select <Relic> to access the Relic Screen. After selecting <Equip>, the cursor will move to the "Relic" 
List. Pressing tl1e O bunon at this point will display the relics that the character is currently equipped with. (Items that have 
already been ec1uipped will not be displayed). After selecting lhe relic of choice, press the Ct button. Ln the lower right corner 
of the screen, tl1c status changes for equipping a particular relic will be displayed. Each character cru1 equip up to two relics. 
After equipping the relic, press the ® button twice. For relics which enable the player to equip the characters with we:tpons in 
both hands, the player will need to re·equip wc-.tpons and armor accordingly. 


For the PlayStation version of FINAL FANTASY VI, there is a Bonus Mode which is an added feature to the normaJ game. 


When Bonus Mode is accessed, the following menus become available:: 


~'TUDIO 
TI1e headings in this screen lets the player access the movie cHps and artwork images 
developed for 1he game. 


• Theater 


The player will be able to view the full motion videos seen in the game. 


• Gallery 


The player will be able 10 view some of 1he original artwork developed for 1he game. 


STATUS 
The data for games whid1 have been finished will be displayed in one chart, letting the player sec how much time ha'i been spent on 
a particular game. This data is only available if the player has completed the game. By finishing the game multiple times, maximum 
and minimum records will be displayed in each heading, and will continue 10 accumulate as new records are set 


SECRET 
While many hc-,ulings are available in this menu, onl)' "Bestiary'' is immediately accessible in the beginning. 


• Bcstiaiy 


A collection of a11 Lhe enemies that appear in the game. 


SYSTEM FILE 
I-leadings which cannot be viewed until the game is completed will be displayed as ·'????" in the Bonus Menu, ai1d the player will not 
be able to select them. In order to view these headings, it is necessary to complete the game, and save a file onto a memory card 
called the "System File", which is dilTerenl from Saved Dala. This file will record detuled play si1ua1ions <lat, used in 1he Bonus 
Menu. After a System File has been loaded, headings previously displayed as "!!??" will become accessible. 


Creating a System File 
After the words, "The End'' appear at 1.he ending, the screen will au1omatica1Jy S\vitch to the System Fi.le Creation Screen. 1-iere, the 
player must select <Save> and press the O button to execute 1he command. Lf a System Fi.le is already present on the memory card, 
the old file ,viii be,overwriuen, and u1>da1ed 10 tl1e new one. 


BONUS SCREEN 
The buuon controls are basically the same a~ those found on the nom1al game screen. Specia1 uses for c-..t.ch heading will be 
explained in the following section. 


Accessing the Bonus Screen 
I. Select <Bonus> on the Loading Screen and prc.ss the +> button. 
2. Sclec1 1he MEMORY CARD slo1 wilh the ,'ysiem File and press 1he O bnllon. (If 1he game has never been comple1ed 10 the 


end, select <See Without Loading>). 


3. Once the Bonus Screen appc:1rs1 select the menu to sec and press the +> button. 


OPERATION OF EACH HEADING 


Studio - Theater 
• lf the <Theater> section of the Studio is selected, severa1 movie titles will be shown. 
• Selecting the movie of choice and pressing the O button will start the video. 
• Pressing the START button, the @ button, or l~e O button during viewing will intermpt the video, and take the 1>layer back to 
the Theater Menu. 


Studio - Gallery 
• If the <Gallery> section of tl1e S1udio is selected, sever.ii titles will be shown. 
• Sclec1 1he title of choice and press tl1e O bunon to view the first image. 
• Press the O button to view the next image . 
• Once the player secs a11 the images, the screen will loop back to the first image shown. 


Ga11ery Buuon Functions 


directiona1 buttons: 
® buuon: 
e buuon: 
LI buuon: 
@) button: 
~I button: 


Move enlarged image.s 
Re1urn 10 tl,e "Gallery" Screen 
Enlarge I Reduce image size 
Scroll back five images 
Return to previous image 
Scroll fonvard five images 
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For the PlayStation version of FINAL FANTASY VI, there is a Bonus Mode which is an added feature to the normaJ game. 


When Bonus Mode is accessed, the following menus become available:: 


~'TUDIO 
TI1e headings in this screen lets the player access the movie cHps and artwork images 
developed for 1he game. 


• Theater 


The player will be able to view the full motion videos seen in the game. 


• Gallery 


The player will be able 10 view some of 1he original artwork developed for 1he game. 


STATUS 
The data for games whid1 have been finished will be displayed in one chart, letting the player sec how much time ha'i been spent on 
a particular game. This data is only available if the player has completed the game. By finishing the game multiple times, maximum 
and minimum records will be displayed in each heading, and will continue 10 accumulate as new records are set 


SECRET 
While many hc-,ulings are available in this menu, onl)' "Bestiary'' is immediately accessible in the beginning. 


• Bcstiaiy 


A collection of a11 Lhe enemies that appear in the game. 


SYSTEM FILE 
I-leadings which cannot be viewed until the game is completed will be displayed as ·'????" in the Bonus Menu, ai1d the player will not 
be able to select them. In order to view these headings, it is necessary to complete the game, and save a file onto a memory card 
called the "System File", which is dilTerenl from Saved Dala. This file will record detuled play si1ua1ions <lat, used in 1he Bonus 
Menu. After a System File has been loaded, headings previously displayed as "!!??" will become accessible. 


Creating a System File 
After the words, "The End'' appear at 1.he ending, the screen will au1omatica1Jy S\vitch to the System Fi.le Creation Screen. 1-iere, the 
player must select <Save> and press the O button to execute 1he command. Lf a System Fi.le is already present on the memory card, 
the old file ,viii be,overwriuen, and u1>da1ed 10 tl1e new one. 


BONUS SCREEN 
The buuon controls are basically the same a~ those found on the nom1al game screen. Specia1 uses for c-..t.ch heading will be 
explained in the following section. 


Accessing the Bonus Screen 
I. Select <Bonus> on the Loading Screen and prc.ss the +> button. 
2. Sclec1 1he MEMORY CARD slo1 wilh the ,'ysiem File and press 1he O bnllon. (If 1he game has never been comple1ed 10 the 


end, select <See Without Loading>). 


3. Once the Bonus Screen appc:1rs1 select the menu to sec and press the +> button. 


OPERATION OF EACH HEADING 


Studio - Theater 
• lf the <Theater> section of the Studio is selected, severa1 movie titles will be shown. 
• Selecting the movie of choice and pressing the O button will start the video. 
• Pressing the START button, the @ button, or l~e O button during viewing will intermpt the video, and take the 1>layer back to 
the Theater Menu. 


Studio - Gallery 
• If the <Gallery> section of tl1e S1udio is selected, sever.ii titles will be shown. 
• Sclec1 1he title of choice and press tl1e O bunon to view the first image. 
• Press the O button to view the next image . 
• Once the player secs a11 the images, the screen will loop back to the first image shown. 


Ga11ery Buuon Functions 


directiona1 buttons: 
® buuon: 
e buuon: 
LI buuon: 
@) button: 
~I button: 


Move enlarged image.s 
Re1urn 10 tl,e "Gallery" Screen 
Enlarge I Reduce image size 
Scroll back five images 
Return to previous image 
Scroll fonvard five images 
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STATUS 
Canno1 be seen unless 1he game has been finished al leas, once and a System File has been crealcd. 


If <Status> is selected, the screen will swi1ch to the one shown on the right. 


I. This window displays lhc :unount of steps taken, play lime, maximum amount of GP, and 


lowest amount of GP for a flnishcd game. 


2. In this window, if a particular character is selected, ;md the O button is 1>rcsscd, the 


screen will display the following infonnation: 


a. Chamcter Usage Rate 


When the percentage reaches 100%, a special title will appear above the character's head. It is possible to continue updating the 
rcconls even after I 00%, but the perccmagc will no longer rise. 


b. Titis window displays hC',dings relating 10 lhe spells and special lcchniqucs a characier was able 10 learn lhroughout lhe game. 


Selccling a heading and pressing 1he O bunon will display tl,e IC',mcd spells or lcchniqucs. Since nol all characiers can learn 
SJ>ells or special techniques, some may only have the ··tc-.tmed Magic" he.tding avaiJable or no heacling at all. 


c. The Maximum/Minimum value for each displayed para.meter. 


Note: II is possible to go back to a previous screen by 1>ressing the (I button on any screen. 


Secret - lk-stiar}' 
• Selecting <Bestiary> after entering the Secret Room will display the screen shown on the right. Selecting <Before World 


Destruction> will display the appropriate locations in the lower window. 


• Before finishing 1he game (no Sysiem File), 1he player will only be able to make lhis selcc1ion. 
• If the player selects a location ,md executes the comm:md, the screen will switch to the Bestiary for enemies that appear in that 


particular l<,>cation. 


Enemy Screen 
This refers to the data screen for C'JCh enemy. 
When the e button is press<..'Cl.1 the screen wi!J S\\itch to an Enemy Explanation Screen. 


Enemy Screen Button Functions 


directional buuon (down/righl) or lhe O buuon: Mol'e lo tl1e nexl Enemy Data Screen 
ctirectionaJ buuon (up/left) or the O bunon: Rctum to the previous Enemy Data Screen 
SELEC:f bullon: Mol'e 10 1he Enemy Selcciion Screen of lhe selccicd area 
e bunon: Swilch be1ween lhe Enemy D:ua Screen and lhe Enemy Explanaiion Screen 
@ hunon: Retnm lo lhe Enemy Encyclopedia Menu 
LI button: Retum to the enemies of the previous location 
RI button: Move to the enemies of the next location 


After Completing the Cmne 
Additional bonuses await the player u1>on com1>lction of the game. Previously1 some headings 
were labeled as "????" in the Bonus Screen, making them inaccessible. Once the J>laycr 
completes the g;une, the following secret rooms will become accessible: 


• Bestiary of each location alier world dcstniction. 
• Strago's Lore Magic Encyclopedia 
• Encyclopedia of Espcrs 
• Dragon IIC'Jd Colosseum ilems, opponems & list of oblaincd ilerns 


~ 
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Note: The button runctions on this screen are the same as those on the Enemy Screen. (TI1cre will be some functions which will 
nol be available for use). 
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completes the g;une, the following secret rooms will become accessible: 


• Bestiary of each location alier world dcstniction. 
• Strago's Lore Magic Encyclopedia 
• Encyclopedia of Espcrs 
• Dragon IIC'Jd Colosseum ilems, opponems & list of oblaincd ilerns 


~ 
~ 


Note: The button runctions on this screen are the same as those on the Enemy Screen. (TI1cre will be some functions which will 
nol be available for use). 
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The following warranty and support information applies only to customers in the United States and Canada, and only to original consumer purchasers 
of products covered by this warranty. 


LIMITED WARRANTY 
Square Enix, Inc. rsen warrants to the original purchaser of the enclosed product (the "Product") that the media containing the Product (which 
includes any replacement media provided under this warranty) will be free from defects in materials and workmanship for a period of ninety (90) days 
from the date of purchase (the ~warranty Period~). SEl's entire liability and your exclusive remedy under this limited warranty shall be, at SEl's 
option. repair or replacement, without charge, of all or the affected portion of any Product that proves to be defective in material or workmanship 
during the Warranty Period. 


EXCLUSIONS FROM WARRANTY 
This warranty applies only to defects in factory materials and factory workmanship. Any condition caused by abuse, unreasonable use, mistreatment, 
neglect, accident, improper operation, destruction or alteration, or repair or maintenance attempted by anyone other than SEI is not a defect covered 
by this warranty. Parts and materials subject to wear and tear in normal usage are not covered by this warranty. 


IMPLIEO WARRANTIES ANO INCIDENTAL ANO CONSEQUENTIAL OAMAGES 
Under state law, you may be entitled to the benelit of certain implied warranties. ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING 
WARRANTIES OF MERCHANTABILITY ANO FITNESS FOR A PARTICULAR PURPOSE. WILL CONTINUE IN FORCE ONLY DURING THE WARRANTY 
PERIOD. Some states and provinces do not allow limitations on how long an implied warranty lasts, so the above limitation may not apply to you. 


NEITHER SEI NOR YOUR RETAIL DEALER HAS ANY RESPONSIBILITY FOR ANY INCIDENTAL OR CONSEQUENTIAL DAMAGES RELATING TO YOUR 
USE OF THE PRODUCT, INCLUDING, WITHOUT LIMITATION, ANY DAMAGES FOR LOSS OF DATA OR LOSS OF PROFIT, OR FOR ANY INCIDENTAL 
EXPENSES, LOSS OF TIME, OR INCONVENIENCE. As some states and provinces do not allow the exclusion or limitation of incidental or 
consequential damage, the foregoing limitation or exclusion may not apply to you. 


HOW TO OBTAIN WARRANTY SERVICE 
To obtain warranty service, please send the defective Product, together with a copy of your original sales receipt, your return address, name and 
telephone number , should contact be necessary, and a brief note describing the defect to SEI at the following address: Square Enix, Inc., Customer 
Warranly, 6060 Center Drive, Suite 100, Los Angeles, CA 90045. THE DEFECTIVE PRODUCT MUST BE POSTMARKED WITHIN NINETY (90) DAYS 
FROM THE DATE OF PURCHASE. PROOF OF PURCHASE IN THE FORM OF A DATED RECEIPT MUST BE INCLUDED TO OBTAIN WARRANTY 
SERVICE. The shipping costs for sending the defective Product to SEJ is a sole responsibility of Customer. SEI will not be liable for any damage or 
loss that occurs during shipping. To minimize loss during shipping, you may opt to use a trackable shipping method. 


If you have warranty questions, you can also contact our Customer Warranty department at (310) 846-0345 during its hours of operation, Monday - 
Friday, 8:00 am - 12:00 pm and 1 :00 pm - 5:00 pm, Pacific Standard Time. 


CUSTOMER SUPPORT 
For customer support and technical support questions, please call (310) 846-0345 during the following hours of operation: Monday-Friday 8:00 am- 
12:00 pm and 1:00 pm-5:00 pm, Pacific Standard Time. 


Game tips are available (for callers in the U.S. and Canada only) for all SOUARESOFT and SQUARE ENIX PlayStatioO- and PlayStation"2 titles. 
CHARGES WILL APPLY. To obtain game tips, please call: 
In the U.S.: 
1·800·892-5825 (Major credit card required) 
In Canada: 
1-900-451-KLUE (1-900'451 ·5583) 


Charges: $.99/min. Automated Tips only. 
Charges: $1.50/min. Automated Tips only. 


Touch-tone phone required. Prices subject to change without notice. Callers must be at least 18 years old or have the permission of a parent or 
guardian. Game tips are available 24 hours a day, 7 days a week. 
For information and services by Square Enix, Inc. , go to www.square-enix.com 


NOTICE: The Product, this manual, and all other accompanying documentation, written or electronic, are protected by United States copyright law, 
trademark law and international treaties. Unauthorized reproduction is subject to civil and criminal penalties. All rights reserved. 


·~ 


t'.U': - 
.{ 
.. ~ 
. .P6 
CREDITS 
· .. ; .. 


Senior CuSlomer Sctvice Manager 
Rick Thompson 


Assistant Customer Sen.ice Manager ~·cma.ndo Bustunante 


Customer Service le'.td 
Alaine Del.con 


Customer Support Representatives 
Patrick Cervantes, James Dilonardo, 
Tony Kim, Caroline Liu, 
John Montes, Arthur Yang, Mark 
Abarca, Mark Acero, Alan DcGuzman 


Public Relations/E\'COIS M:magcr 
Lis.1 M. Ahem 


PubUc Relations Associate 
Francine DcMorc 


Husincss Development Manager 
Ela.inc Di Iorio 


Product Coordinator 
Beth Faust 


Sales Coordinator 
Sean Montgomery 


Media Planner 
Kyoko Yamashita 


Crc-ativc Planner 
Keiko Kato 


Assistant Product Managers 
Andrew Shioi.aki, George Torii 


Product A.ssociatcs 
Andy Hsu, Irene Sam, Brad Varcy, 
Junko Shibata-Burke 


Product Administrative As5ista.nt 
Mari Nishik.1v.~a 


Marketing Assiscant 
Rika Maruya 


Product Manager 
Kcnji Mimura 


Vice Chainna.n 
Yoshihiro Maruyama 


President 
Jun Iwasaki 


Packaging/Manual Design 
Steven Wright, Beeline Group, Inc. 


Special Thanks To 
Hideo Yotsuya, Lynn Biscoe, Beeline Group, The Kenwood Group, 
Saatchi & Saatchi, CHEN PR 


The following warranty and support information applies only to customers in the United States and Canada, and only to original consumer purchasers 
of products covered by this warranty. 


LIMITED WARRANTY 
Square Enix, Inc. rsen warrants to the original purchaser of the enclosed product (the "Product") that the media containing the Product (which 
includes any replacement media provided under this warranty) will be free from defects in materials and workmanship for a period of ninety (90) days 
from the date of purchase (the ~warranty Period~). SEl's entire liability and your exclusive remedy under this limited warranty shall be, at SEl's 
option. repair or replacement, without charge, of all or the affected portion of any Product that proves to be defective in material or workmanship 
during the Warranty Period. 


EXCLUSIONS FROM WARRANTY 
This warranty applies only to defects in factory materials and factory workmanship. Any condition caused by abuse, unreasonable use, mistreatment, 
neglect, accident, improper operation, destruction or alteration, or repair or maintenance attempted by anyone other than SEI is not a defect covered 
by this warranty. Parts and materials subject to wear and tear in normal usage are not covered by this warranty. 


IMPLIEO WARRANTIES ANO INCIDENTAL ANO CONSEQUENTIAL OAMAGES 
Under state law, you may be entitled to the benelit of certain implied warranties. ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING 
WARRANTIES OF MERCHANTABILITY ANO FITNESS FOR A PARTICULAR PURPOSE. WILL CONTINUE IN FORCE ONLY DURING THE WARRANTY 
PERIOD. Some states and provinces do not allow limitations on how long an implied warranty lasts, so the above limitation may not apply to you. 


NEITHER SEI NOR YOUR RETAIL DEALER HAS ANY RESPONSIBILITY FOR ANY INCIDENTAL OR CONSEQUENTIAL DAMAGES RELATING TO YOUR 
USE OF THE PRODUCT, INCLUDING, WITHOUT LIMITATION, ANY DAMAGES FOR LOSS OF DATA OR LOSS OF PROFIT, OR FOR ANY INCIDENTAL 
EXPENSES, LOSS OF TIME, OR INCONVENIENCE. As some states and provinces do not allow the exclusion or limitation of incidental or 
consequential damage, the foregoing limitation or exclusion may not apply to you. 


HOW TO OBTAIN WARRANTY SERVICE 
To obtain warranty service, please send the defective Product, together with a copy of your original sales receipt, your return address, name and 
telephone number , should contact be necessary, and a brief note describing the defect to SEI at the following address: Square Enix, Inc., Customer 
Warranly, 6060 Center Drive, Suite 100, Los Angeles, CA 90045. THE DEFECTIVE PRODUCT MUST BE POSTMARKED WITHIN NINETY (90) DAYS 
FROM THE DATE OF PURCHASE. PROOF OF PURCHASE IN THE FORM OF A DATED RECEIPT MUST BE INCLUDED TO OBTAIN WARRANTY 
SERVICE. The shipping costs for sending the defective Product to SEJ is a sole responsibility of Customer. SEI will not be liable for any damage or 
loss that occurs during shipping. To minimize loss during shipping, you may opt to use a trackable shipping method. 


If you have warranty questions, you can also contact our Customer Warranty department at (310) 846-0345 during its hours of operation, Monday - 
Friday, 8:00 am - 12:00 pm and 1 :00 pm - 5:00 pm, Pacific Standard Time. 


CUSTOMER SUPPORT 
For customer support and technical support questions, please call (310) 846-0345 during the following hours of operation: Monday-Friday 8:00 am- 
12:00 pm and 1:00 pm-5:00 pm, Pacific Standard Time. 


Game tips are available (for callers in the U.S. and Canada only) for all SOUARESOFT and SQUARE ENIX PlayStatioO- and PlayStation"2 titles. 
CHARGES WILL APPLY. To obtain game tips, please call: 
In the U.S.: 
1·800·892-5825 (Major credit card required) 
In Canada: 
1-900-451-KLUE (1-900'451 ·5583) 


Charges: $.99/min. Automated Tips only. 
Charges: $1.50/min. Automated Tips only. 


Touch-tone phone required. Prices subject to change without notice. Callers must be at least 18 years old or have the permission of a parent or 
guardian. Game tips are available 24 hours a day, 7 days a week. 
For information and services by Square Enix, Inc. , go to www.square-enix.com 


NOTICE: The Product, this manual, and all other accompanying documentation, written or electronic, are protected by United States copyright law, 
trademark law and international treaties. Unauthorized reproduction is subject to civil and criminal penalties. All rights reserved. 


Square Enix. Inc. - 6060 Center Dr. Suite 100, Los Angeles, CA 90045 


C 1992. 1994, 1998, 1999 SOUAREENIX CO .. LTD. All Rights Reserved. FINAL FANTASY and 
FINAL FANTASY ANTHOLOGY are registered trademarks ol Square Enix Co., ltd. SQUARE ENIX 
and the SQUARE ENIX loOO are trademarks ol Square Enix Co .. ltd. U.S. Patent No. 
5390937, 5649862. 


www.square-enix.com 


Published by Square Enix, Inc. 


licensed by Sony Computer Entertainment America for use with the PlayStation and PS one game consoles. PlayStation and the 
PlayStation logos are registered trademarks ol Sony Computer Entertainment Inc. The ratings icon is a trademark of the 
Entertainment Software Association. Manufactured and printed in the U.S.A. THIS SORWARE IS COMPATIBLE WITH PLAVSTATION 


• 
ANO PS ONE GAME CONSOLES WITH THE NTSC UIC DESIGNATION U.S. AND FOREIGN PATENTS PENDING. 


